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Stringfeliow Hawke, a former Vietnam chopper pilot is 
the onlv man in the free world trained to fly the billion- 
dollar helicopter AIRWOLF! You are Stringreillow Hawke... 
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Gremlin Graphics, 
Alpha House, 

10 Carver Street, 
Sheffield SI 4FS. 
Tel; (0742) 753423 


A cry of national outrage! 
Poor Monty banished to a life 
amongst murderers, arsonists, 
the lowest of the low. Fear not 
-this Mole is innocent and plans 
are in hand to rescue your 
Superhero. 
Who is the mysterious masked rodent willing to 
challenge death for his life-long friend? What are the 


evil forces working in Scudmore Prison? To find out get 
your copy NOW. 





| BIG 
BUSINESS 
LITTLE 
BUSINESS 


IT WAS a Christmas full of 
surprises. Good for some, 
bad for others. Against exp- 
ectations it was once again a 
Sinclair Christmas. Software 
houses who had gambled on 
bigger CBM 64 software 
sales and allowed their 
Spectrum software cata- 
logue to dwindle to second 
place had rather a shock. 
With a third Christmas in 
the market place, great em- 
phasis was placed on grandi- 
ose packaging and slick, 
Ee essional marketing 
vpe. In many cases reliance 
was puton a game's associa- 
tion with a TV or film original 
in the sadly mistaken belief 
that a good (or even bad but 
well liked) TV programme 
would sell a games program 
no matter what the game 
was like. There were some 
pleasant exceptions, but 
some companies who 
should have known better 
and thought better of their 
public, came a cropper. And 
the spectacular failure of The 
Great Space Race to deliver 
anything new, intriguing or 
even downright good, goes 
to show that this business 
| needs more than overblown 
| as and big boxes. 
O hardly a Christmas.of 
ve 


good cheer for some of | 


the bigger companies. And 
| do lhear the rumbles, once 
again, that the balloon has 
burst? Well, any software 
house that thinks so, should 
presa get the old skate 
oard out of the cupboard, 
dust it off and zoom off into 
thesunset. ltilbea pityif 
they do, because they won't 
notice just how well some 
' people have done, who have 


employed a littlegenius, alot | 


of hard work and borne in 

| mind that their public 
doesn't consist of mindless 
idiots. 

À startling Christmas 
success was (and stillis) 
Realtime's Starstrike — not a 
lot of hype there. Another 
was (and still is) Gargoyle 
Games' Tir Na — again, 
nota lot of hype either. And 


| back2, gs ei Guide 
h 


| Publishing Company Ltd (an 





looking to some of the big- 
ies, success abounds — 
omdark's Revenge, 
Knight Lore, Avalon, Hunch- 
and so on. The list is much 
longer. 


o, when you come down | 


to it, the games software 
market is here to stay, and it 
i5 showing a parallel with the 
music industry in as much as 
it is the continual new blood 
that comes up with the 
exciting new ideas. And who 
would want it otherwise? 


THE NOVEL 
GAME 


Reflecting on a piece of PR 
that recentiy came through 
from Hutchinson Computer 


offshoot of the renowned 
book publishers), | came to 
the conclusion that adven- 
ture and strategy games are 
beginning, very properly, to 
merge with written novels. 
The PR was about THE 
FOURTH PROTOCOL — The 
Game, adapted from best-- 
selling author Frederick 
Forsyth's most recent novel. 
Hi caught my eye because | 
had just that day finished 
dei ah The Fourth Protoco!, 


a book which received some | 


mixed reviews but has sold 
outstandingly well, and 
which | thoroughly enjoyed 
tits polítics are not a part of 
this mention) 

In trying to explain to 
sceptics who still consider 
computer games to be a 
passa phase of very little 
merit, | have resorted to 
attempting to put across the 
value and sophistication of 
adventure games along 
these lines: An adventure 
game is like a novel. ltcan be 
well or badly written and the 
ee can be hogwash or itcan 

excellent, just like a novel, 
But the difference is that the 
player interacts with the 
characters on the screen and 
alters the way the plot 
unfolds — ergo, in some 
ways an adventure game is 
better than a novel because it 
involves the player/reader 


“ branchin 


far more and provokes an 
intelligent response. 

The sceptic usually 
remains unconvinced of 


| course, and it's often better 
| to stop talking and make 


them play a game, But the 


| fact remains that fiction, 


traditionally book-based, is 
out. Author John 
Fowles allowed the reader to 
make up his own mind as to 
which of the alternative 
enero he preferred in the 
novel The French Lieut- 
enant's Woman — a sortof 
literary precursor to books 
like Steve Jackson and lan 
Livingstone's Fighting 
Fantasy Series, many of 
which are now naturally 
turning into adventure 


| games on the computer. In a 


sense, writers like Fowles 
have helped to alter the 
belief that a writer writes and 
a reader reads what is 
written, ke itor not. À good 
novelist, of course, has 
always left a lot to the 
reader's imagination; now 
there is a hintthatwritersare 
going to allow readers more 
of a hand inthe creation ofa 
novel and its contents. The 


| computer adventure game 


has helped create an entirely 
new environment where the 
creator's job is to provide a 
lausible scenario, a fictional 
ut realistic population and 


RYALLED 
AGAIN 


Attempting to pick up the 
remnants of the once-- 
powerful CRASH empire 
which with one mighty blow 
of his pen (more powerful 
than the sword) Front Line 
columnist Angus Ryall has 
shattered into gin-soaked 
pieces, | talked on the phone 
the other day to John Merry 
of Scorpio Gamesworld, 
who feels he has come in for 
some unfair stick from the 
Front Line Sandinista. John 
feels that Angus's last piece 
(in the Christmas special) 
implies that Scorpio Games- 
world were withdrawing 
advertising from CRASH 
because of an unfavourable 
review, thus putting press- 
ure on us to improve it, 


asanovel. ltla 


thrilis of composing 


“might prove to be a very thin 
| line, and that soon we shall 








then letthe reader/player get | 
on ad the job of reacting to | 
it all. 
Looking at Hutchinson's 
piece of PR about the The 
Fourth Protocol, | wondered 
how much longer it would be 
before a best-selling com- 
puter game is sold to a book 
publisher to Roo released 
ely 
depends, | would assume, on 
whether writers like Mr. 
Forsyth awake to the flexible 








literature for the computer. 
Perhaps the natural thing will 
remain to write a fixed plot 
as a book and then have it 
converted to computer data 
where at every stage [which 
was fixed by the author in the 
novel) the outcome can be 
altered by circumstances 
and the player's attitudes 
and abilities, but | think it 


see some writers working 
from the computer to the 
book rather than the other 
way around. 

he Fourth Protoco! — The 
Game has been developed 
by games designers John 
Lambshead and Gordon 
Patterson and programmed 
by the Electronic Pencil 
Company, and should be 
due for release in the late 
Spring. 


whereas John's statement 
strictly referred to previously 
made and unfair personal 
comments about himself. In 
any case, as John Merry | 
correctly points out, Scorpio | 
Gamesworld have not yet 
advertised in CRASH and 
have never made any book- 
ings to do so. The big quest- 
ion now for 85 is will they 
ever want to again? Over to 
you Angus. ... 

Weill not quite, while we're 
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on the subject, John Gilbert 
from Sinclair User rang a few 
minutes later to remark that 
whilst he attended the Cam- 
bridge Awards presentation, 
he made no speech, vacuous 
or otherwise, although Bill 
Scolding did, but no one can 
remember Bill making any 
remarks about the magazine 
he works for, brilliant or 
otherwise, and further, itis 
Sinclair User and not Sinclair 
| Research who sponsor the 
competition with C.C.S. Still, 
as Angus pointed out in the 
article, there had been a lot 

| of gin flowing.... 


CRASH ON 
TELLY 


lhope a lot of Central Tele- 
vision viewers were watch- 
ing Central's News prog- 
ramme on Wednesday 19th 
| December, as the last item 
was about CRASH magazine 
and its young team of rev- 
iewers, CTV News were in- 
trigued at the idea of a 
national computer magazine 
being produced in “the 
| ancient market town of 
 Ludiow". | gotto say a little 
pa myself (about what a 
rilliant magazine | work for 
— yes, it was bit vacuous | 
admit), but star of the four 
minute item was undoubted- 
ly shy and retiring head 
reviewer Matthew Uffinde!l, 
who's calmly authoritative 
Shropshire accent must 
have put the fear of God up 
some software houses when 
they think of him looking at 
their ga mes, Programs tfeat- 
ured briefly in the news item 
were Ocean's Hunchhack 2, 
Ultimate's Knight Lore, 
Elite's Ainwolf and Real- 
| time's Starstrike. For any 
viewer wondering how we 
made the Spectrum sound 
like an arcade machine, it 
was the specially modified 
| Uffindell tranny that did it. 


YOU CAN'T 
TEACH AN 
OLD DOG.... 


My article on Imagine in the 
Christmas Special certainly 
stirred up a hornets nest of 

comment, much of it from 
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the city of Liverpool, and rip- 
ples are still spreading out- 
wards as | write. But one ex- 
Imagine director is upto his 
old tricks again. We were 
rather startled to receive a 
telephone call from Mark 


' Butler, now a director ofthe 


software company Thor 
(Jack and the Beanstalk), to 
say that they would not be 
paving for their advert in the 
Christmas issue. He added 
that there was no point 
phoning him back as he 
didn't want to talk to anyone 
and that was that. To be fair, 
another director of Thor 
when contacted, seemed a 


Mark Butler, 


 SLIGHTLY 


DELAYED 


Last issue, | mentioned that 
we would be reviewina the 
new game from The Edge, 
Brian Bloodaxe, the game 


| with primary imbalance. 





bit surprised at Butler's call 


| but pointed out that the ad 


was badly placed on a left-- 
hand page, when it is their 
py to book only right-- 

and pages, Our paperwork, 
confirmations of which they 
were sent, shows that no 
special conditions were 
placed on the booking. Con- 
sidering how much advert- 
ising Imagine placed with 
computer magazines and 
never paid for over many, 
many months, it just goes to 
show that you can't teach an 
old dog new tricks — like 
behaving decently for 
instance. 





Well we're not, because it 
has been slighily delayed 
and has missed this issue, 
Hopefully next month then. 
A London CRASH reader, 


however, informs me that he 
has had a sneak preview and 


reports that the game is 
better than Jet Set Willy and 
absolutely stuffed full of 
primary imbalance! 





| introduce a VAT rate of 15% 
| ON newspapers and magaz- 


| papers and journals was 


| imposition of VAT might cost 


| two years since VAT was in- 





| made up by advertising 


no a a 


a 


THE THREAT 
OF TAX 
WITH THE SPRING BUDGET 


this year, the Tory govern- 
ment is fully expected to 






ines. At present there is no 
VAT on periodicals or news- 
papers. There hars't been 
any tax on the press in fact 
since the last tax on news- 


ds dai in 1855. 

stimates on what the 
government would hope to 
raise by this tax (somewhere 
in the region of £360 million) 
fails to take into account the 
fact that the tax would be lev- 
ed on a drasticalhy decreas- 
ed market and thus bring in 
much less. According to the 
advertising trade press 
journal Campaign, the 


national newspapers £34, 
regional papers £27 million 
and magazines as much as 
£50 million in lost revenue. 
Naturally this will mean re- 
duced production, loss of 
jobs and even the closure of 
Some magazines. |f proof of 
this is needed, the govern- 
mentneed only take a look at 
the fast food industry. In the 


troduced on takeaway food 
(the reason why there was a 
difference of price at Mac- 
Donalds between 'eating in' 
and taking away'| there Eis 
been reported a sharply re- 
duced turnover, lost jobs and 
severely reduced profits — 
hence a far lower tax than the 
Treasury expected. | 
The Newstrade takes the 
view that sales of periodicals 
will decline by 25, recover- 
ing in due courseto show a 
4-5% fall in sales. With a 
scheduled paper price incre- 
ase of 8 - 9% In the early 
spring the loss of revenue 
will be catastrophic. Profit 
margins on periodical mag- 
azines is not cen a 
high, in fact on sales there is 
commontly a loss, which is 


revenue, 

We have all to face the fact 
that there will be some 
losses of magazines if VAT is 
introduced, and reduced 
turnover will severely limit 





| publishers from developing 
new product and improving 
existing titles. YOU the 

| reader will lose out by 
having less to read and prob- 
ably having to pay more for 
the privilege. 

But there is a more funda- 
mental threat here. Taxes on 
the press were repealed be- 
cause it has been a long-- 
cherished beliefof the British 
that we are a free people, 
trees to express our views. 
Press censorship is held in 
horror in this country. But 
through the imposition ofa 
| tax, the government have a 


“| GAMES REVIEWED IN THIS ISSUE 
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subtle stranglehold on the in- | 
| formation media. It sets a 


precedent andisthethin end 
of the wedge, to be able to 
put financial pressure on & 


press itmay notlike. Theintr- | | 


oduction ot VAT on news- 
papers and magazines is dis- 
astrous and it must be 

stop before it is too late. 
The Periodical Publishers 
Association have produced 
an advert which we carry 
here. Please take it seriously. 
In addition we have included 
a cut-out coupon for you to 
fill in and send to your local 
MP. PLEASE USETT! 
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DON'T 
VAT 
THE 

PRESS 


There are strong reasons to believe the 

Chancellor of the Exchequer is planning to 

impose VAT on your magazine. 

Such a move would turn the clock back 130 
years — the last tax on newspapers and 
ournals was repealed in 1855. Since then 'No 

tax on knowledge' has been a principle 

agreed by all Governments, even in the darkest 

days of war. 

A free Press is a tax-free Press. 

No Government should be given the power to 
impose financial pressure on a Press it may 
not like. 

Tell your MP to say “NO to any tax on reading. 


Issued by the Periodical Publishers Association, London 





Please fill in the form below and send it to your Member for 
Parliament (MP) if you are over 18, or get your parents to fill 
out the form and send it to their MP if you are under 18. 
LEONARDO) 


| have been given strong reasons to believe 
that the Chancellor of the Exchequer is plan- 
ning to impose VAT on newspapers and 
journals. 


| have also been given reasons to believe that 
the imposition of VAT on newspapers and 
journals will have a seriously damaging effect 
on the press of this country which may result 
in losses of jobs and possibly even closures of 
some titles. Moreover, a press taxed by 
government is no longer a free press and a 
cp British tradition will be under- 
mined. 


There should be no tax on knowledge, and'to 
introduce one now will be to turn the clock 
back 130 years. 


| wish my severe opposition to the imposition 
of VAT on newspapers and journals to go on 
record, and as my Member for Parliament lask 
you on my behalf to say “NO” to any such tax 
on reading. Thank you. 


Oeste rreEreERERaREREE Em 
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LESSONS ET 
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RUNFOR | 





GOLD 


Producer: HillMacGibbon 
Memory required: 48K 
Retail price: £9.95 
Language: machine code 
“Author: Five Ways 
software 





Described as the ultimate 


challenge for middle dist- 
ance runners, a chance to 
win the Olympic Gold 
against the world's top ath- 
letes in the 400m, 800m and 
1500m, this Hill MacGibbon 
sports simulation is decidely 
unsual because it resembles 


none of the other similar. 
“Track and Field'type games. | 


The main reason for this is 
that the display takes a 3D 


perspective view as you | 


might see in a Road Racer 
game, that is atground level, 
just behind the runners. 

The screen shows the red 
running track marked by the 
white lines, the green of the 
surrounding grass and 
beyond that, the crowded 
stadium which serolis along 
as the runners round the 


bends at either end. À race | Se 
| vith 


starts with the runners takin 

part at their marks. Once of 

and going, the action is foll- 
owed rather as though the 
player was looking through a 
camera tracking along imm- 
ediately behind the runners. 
You control one runner, the 
computer controls the 
others. The similarity to à 
road racer is heightened in 
the instructions, which tell 
you how to “steer' your 
runner. On level 7 of play, the 
runner will always stay 
centrally in his lane, and you 
can change lanes by steering 
him. On level 2 of play vou 
will have to steer him const 
antly as he will not automat- 
ically stay in the lane. À 
further complication is intro- 
duced in as much as the 


other runners will not try and | 


collide, but as they change 
tanes for advantage a collis- 


ion is possible, in which case | 


you may fall over, or be 
awarded a foul. 
There is an element of 
strategy since a pacermaker 
"may well be in the race, and 
he should be well watched. 
Throughout the race the two 
columns on the right record 
your runner's pace in metres 
E second and his energy 
evel, You will be disqualified 
for making 2 false starts in 
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to good advantage in this sersen shot. 


the same: race, steering off 
the track, moving out of your 


lane in the 400m or moving | 


out of your lane before the 
"00m mark in the 800m. 


CRITICISM 


& Software houses don't 
seem to want to let us forget 
the 84 Olympics vet. Here's 
another athletics type prog. 
But wait, it's totally different 
in style to anything else yet 
seen, lt's a 3D running game, 
some | impressive, 


almost lifelike  runners. 


"There are only three events 


to attempt, all running, but 
don't let this make vou think 
that there's not much to the 
game. You must quality for 
better competitions, 


his lane. | found the steering 
quite difficult, but there is an 
option to eliminate this up to 
a point. Run for Gold isa 
good simulation, but it could 
have been a little more add- 
ictive (perhaps it would have 
felt better in the summer)?" 


& Ajter such a large rush of 
athfetic games and at such a 
late date, I'm surprised to see 
another sports game. Late or 
not this game does qualify as 
having some of the best 
animation and large 
graphics around Believe 
me, ts  exceptionally 
detailed in its animation. Not 
oniy is there animation, but 
the animation is in 3D persp- 
ective — the first to be done 
n the sports scene. Of 
course mm comes Catch 22 
because the animation is so 
good and realistic just a few 
rtems have been sacrificed, 
or should! say onty one thing 
has been given. Yes, it's 


running — there are no other | 


pace | 
your runner and keep him in | 


events im this game, just 
plain old running. This is a 
pity because with animation 
like this and a few different 
events, it would he unheat- 
“able. Another niggle | might 
add is that because the 
raphics characters are so 
arge and well animated they 
move quite slowly. It's a 
shame that Hill MacGibbon 


could not have added a few | 


more features to this game 
which, together with the 
great graphics would sell the 
game. Unfortunately, as it 
stands, and at such a high 
price, tt will not see the light 
of day for many sports 
games players.' 


O This definitely has to be 
the most realistic looking 
running game ever for the 
| Spectrum, and probably for 
| any computer vet. The 

graphics are huge, beautiful- 














ly animated, and the back- 
ground “effect works very 
well. The pace at which they 
move is rather slow how- 
ever, and gives the 
impression of watching a 
slowed down action replay. 
Unlike all the other “Track 
and Field' type games, Run 
tor Gold does not require the 
ultimate destruction of either 
keyboard or joystick, and is 
much more a game of judge- 
ment and skill. It is rather | 
steeply  priced, though, 
which may not appeal to 
many who would otherwise 
love it" 


COMMENTS 
Control keys: O/N increase/ 


| decrease pace, |/P left/right, 
'“Otostarn 


Joystick: Sinclair 2, 
Kempston 

Keyboard play: quite 
responsive 

Use of colour: sensible, with 
few attribute problems 
Graphics: excellent, with 
very effective 3D 

Sound: not much, just beeps 
for footsteps 

Skill levels: 2 

Lives: N/A 

screens: scrolling 

General rating: an excellent 
simulation, limited in scope 
and a bit pricey. 


Use ofcomputer 78% 
Graphics 81% 
Playability 70% 
Getting started 85% 
Addictive qualities 55% 
Value for money 55% 
Overall 


71% 


mr ii 


à to 4tneteh the mind 























SHUTTLE 
SHOCK 
Producer: Software 
Super Savers 
Memory required: 48K 
Retail price: £2.99 | 
Language: machine code 
Autr or: Rob Povey 


Here we have another of 
Software Projects budget 
games under their Software | 
ouper Savers brand name. 
Shutile Shock is a platform 
ame with an undeniably 
M-cum-JSW'-left-overs 
feeling to it. You play the part 
of a shuttle pilot in your 
space suit, suffering from a 
galactic form of jet lag — 
shuttle shock. Disorientation 
has separated you from your 
battery charger andthe idea 
is to reach it once on every 
screen. The  platforms 
include solid ones, ones that 
sink and act as lifts down- 
wards and ones that slide 
sideways. To climb levels 
vou have a teleport button 
| that causes you to demater- 
ialise and then rematerialise 
on the desired platform. 
Each screen is armed with 
varying monsters that move 
| about on pre-determined 
paths and make life difficult. 
Half the point to the game 
is to-discover the best route 
round to get to your charger 
and learn the timing routines 
required to achieve this with- 
out getting killed off. Tele- 
porting just as a nasty comes 
| Up is no good, since you can 
be killed if even the merest 
hintofyourtail isleft behind. 








CRITICISM 


O The direction and tele- 
port buttons are in very good 
positions. The continuous 
music is just a funny little 
| tune that repeats itself. The 
game itself involves judge- 
ment of heights andangles to 
ensure a correct teleport- 
ation, as well as close timing 
to avoid the different types of 


but overall,only a fair game. 


O The style and animation 
of the moving characters in 
this game is very reminis- 
cent of Manic Miner. Not that 
this is anything like as good a 
game, either in content or 
colour, but one wonders 
whether the hand of M 





| nasty. | liked the graphics, | 
which are neat and amusing, 


Ce caça bed 


A cruel joke on Imagine in the room named STINKERS. 


Smith Esq. had anything to | 
do with it! With each screen 
completed, the next is a ittle 
harder in layout and timing, 
which makes Shuttle Shock a 
reasonabie game For its| 
price, even reasonable fun 
without being a monster hit. 


6 “One of the touches in this 
cute game that reminds me 
inevitably of Manice Miner or 
det Set Willy is the use of a 
name for each room along 
the lines of Minter's Mowers 
or a reference to the old and 
defunct enemy, Imagine 
with Stinkers (remember 
Stonkers)? The smallish 
graphics are fairly detailed 


Shuttle pilot meets platform game in tha sub JSW budgat | 


and 


although 
there are a few bugs in the 
program when bits and 
pieces of graphics aren't 
always neatly cleared away! | 
On the whole, quite playable 
and not bad for the price, 


move well, 


COMMENTS 


Control keys: CAPS/Z left/ 
right, BREAK to teleport, M 
music on/off toggle 
Joystick: none 

Keyboard play: responsive 


| and very simple 


Use of colour: varies well, 
but overall not very colourful 
Graphics: smallish, reason- 


E ef 


| ably animated 


EI | General rating: an average 
rt quite plavable, ata 


| Overall 
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Sound: continuous music 
with on/o0H facility 

Skill levels: 1 

Lives: 3 

Screens: several 


elow average price. 


Use of computer 
Graphics 


Playability 63% 
Getting started 52% 
Addictive qualíties 63% 
Value for money 66% 
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globe. Scooping up flow wers thrown e b 

fans in Spain, collecting the tissues of thê thful as they sob by 

Jerusalem's Waiting Wall, picking up coconuts from a pos ea 

Samoa and collecting the empties at the German beer festival 
tipple!) are just some of the CraneraRa dit 
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Selected titles of New Generation Software 
are available from vour local computer 
store and larger branches of 


FATINEECA Ewooum spectrum 


à SER 





Ctnty af Safra ua 


| | FREEPOST 
New Generation products are sold E Bath BA9 4TD 
according to their terms of trade j op see 
and conditions of sale. | Tel: 0225 316924 





Epqpint 


THE 
DRIVE IN 


Producer: Fantasy 
software 

Memory required: 48K 
Retail price: £5.50 
Language: machine code 
Author: Dave Harper 











While you are struggling to 
save the universe 


friend, the infinitely beautiful 
Dezzy, who's dashing to aid 
her super hero comrade 
when she runs into a dread- 
ful space storm and is 
thrown into a part of space 
she doesn't know well. The 
space ship is damaged, and 
seeking somewhere safe to 


ted old Drive In planetoid in à 
disused asteroid mining belt. 
To her surprise the Drive In is 
flashing its neon welcoming 
Signs. She enters and the 


doors slam shut! Dezzy has | 


entered Scarthax's trap! 
Your task is to help Dezzy 
escape. Within the Drive In is 
a maze of rooms inhabited 
by 28 different types of alien. 
Dezzy can escape by assem- 
bling an old intergalactic 
spaceship, parts of which 


may be found within the. 189 | 


rooms. Energy is in short 
supply, and you must find 
ways of replenishing it. 


| some rooms contain auto- 
| matic garages, swap shops, | 


banks and time machines. 
There are aiso useful objects 
to be collected, four being 
allowed at a time. Some of 
these will let you do different 
things and aid in your task, 
some will be useful to swap 
for energy. Some rooms 
need keys to enter and exit, 
others are controlled by 
traffic lights. The discovered 
parts of the ship must be re- 
assembled in room 189 in 


| the correct sequence, which 


you must also discover. 


Points are scored for des- | 
troying aliens, and a percent-| 


age is awarded for the 
armriount of the Eae you 
have completed. Each room 
in the game is represented 
by a single screen with exit 
and entry points marked. 
Four boxes above the play- 


ing area are used to show | 
what you are carrving, and 


the Fantasy logo changes 
colour progressively as your 
energy runs down. 
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CRITICISM 


O '| don't think Fantasy are 
too pleased with this game 
as untilnow I've not seen any 
adverts for it. When | first 
played Drive In itdidn't really 
appeal to me, but now I've 
found with much more play 


that | enjoy it. lt actually plays | 


like a lot of other Fantasy 
james except that around 
the roóms (most of which are 
easily accessible) there is a 
time machine that looks like 
a clock and which gives you, 


in effect, extra lives by giving | 
you back all your power (in | 


return for some points loss). 
There is a distinct lack of 
aliens (only 28 different 
types!) even though they 
clutter up the rooms making 
it difficult to get from one 
side to the other without 


losing power. There is also a | 


shelter provided in some of 
the more crowded rooms 
where you can hide from the 
aliens until the lights change. 
All in all | found playing this 
game quite pleasant but it 
was a bit hard to grasp the 
idea of what you were sup- 
posed to be doing at the 
beginning. 


O Vihink Fantasy have lefh 
the object of Drive In a hit 
obscure, fetting you find out 
many things for yourself 
wifuch in many games isn't a 


bad point, but in this game, it | 


seems to me, to he its down- 
fall The reasoning behind 





| this is that it is very difficult 


to work out what several 


| objects are capable of doing. 
The game itselfis more ofan | 


intensive shoot em up than 
anything else This will 
appeal to many people, 
although |! think the strategy 
in programming just shoot 
em up games is not develo 
ng enough, people require 
more thought and drive, and 
here actually shooting down 
aliens is really a very simple 
task, uniike the same task in, 
Say. Doomsday Castle . | 
became bored quickly with 
this game because | didn't 
seem to be getting anywhere 
with dt which is a shame, 
because the graphics are 
large and very nicely 
animated. Perhaps people 
demand more than Just 
unskilful shoot em ups these 
days. 

O Úrive in has split itself 
into two distinct games, an 
alien zapper and a maze/ 
Strategy game. lt would be 
Basy to say that Drive In 
probably has the action that 
maybe Backpackers slightly 
lacks, but it wouldn't be ent- 
irely true, for killing aliens is 
too easy they become 
merely a colourful hindrance 
to the second task of identif- 
yYing useful objects, ship 
parts and learning what does 
what. In all of this the 
graphics are very nice, 
plenty of different and imag- 
native aliens, and lots of 
animation. Drive In makes a 





good, lightweight game 
which will probably appeal 
to many, butinthe enditisn't | 
all that addictive.' 


COMMENTS 


Control keys: user definable, 
four direction and fire, plus. 
keys 1 to 4 for pick up/drop 
Joystick: Kempston, Sinclair | 
2, Protek, AGF | 
Keyboard play: responsive 
Use of colour: good 
Graphics: very good, varied | 
and imaginative 
Sound: average 

Skill levels: 1 

Lives: 1 

Screens: 189 

General rating: above 


average 

Use of computer 82% 
Graphics 17% | 
Playability 65% 
Getting started 69% | 
Addictive qualities 58% 
Value for money 70% 
Overall 70% 














“As Technician Ted you clock in for, 
work at the strangest factory — 

even getting in can be a problem! * 
You have a number of important tasks 


N unfriendhy faces, and even the boardroom 
” chairs aren't always what they seem! 
What's more, Technician Ted incorporates 
a unique animated loading screen and 






















to perform, but most days there just perfected colliston detection. 
don't seem to be enough hours in the day Colourful and detailed graphics coupled 
to get all your work completed, with smooth action and continuous sound 
See if you can get through 50 screens Of are likely to make Technician Ted 1985's 





varving complexity. but watch out for the top game. 

most unhelpful workmates you ever came Clock in with Ted now! 

across! There's the Fire Extinguisher that For the Spectrum 48K. £5.95 
seems tô have gone beserk! Some very For the Amstrad CPC 464, £7,95 















HEATHROW 
NTERNATIONAL ATC 

Lise your detailed radar screer to guide incoming 
aireraft — including Conconde = safety dom from 
Poder sLacks to the nur at Heathrowy, Flip 
the tape over, and the airport changes To Schipol 
— Muruterdam . Emergercias such as 

under aircrafe iosrtsdca aaricl resclãos Fatifuries con 
for joe — 001 concentration 

For the Spectrum 48X. Price €£7.95 


AVALON — The 3D Adventure Movie 
Canyou get your astral projection Maroc past 
thnGaie House level, through the Mines of 
Madness, and ormvards LO meet the Lord of 
Chaos himself? 

Astounding 30 graphics over 223 rooms, 27 
spedle angouer 100 anúmáted characters make 
thês Ee adventure game of the decade. 
Car you master it sopmer ? 

For the Spectrum 48K. E7.95 
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S88 Miltor Trading Estme, Miltor, ADingoon, Clipe MTE ARS, 














Selected items available from Centresoft Dealers  WHSMITH Jorn Mencies | 
and all leading computer software retailers. Rumbelows TIGERTRADER 





LASKYS €3 HMYV 











TECH- 
INICIAN 
TED 


Producer: Hewson 
Consultants 

Memory required: 48K 
Retail price; £5.95 
Language: machine code 
Author: Steve Marsden & 
Dave Cooke 


Hewson Consultants have 
generally steered clear ofthe 
more normal type of arcade 

ame, so it comes as some- 
thing of a surprise to see 
Technician Ted which is very 
much an arcede platform 
game. With their recent hist- 
ory, however, it is no 


surprise to see that Hewsons 
have waited until they got 
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their hands on a real strong 
contender. This is the first 
ever program from the duo 
of Steve Marsden and Dave 
Cooke, who have set their 
game in the environment 
they know best, the silicon 
chip factory. 

Technician Ted has to walk 
around a very large plant col- 
tecting chips, while avoiding 
the numerous hazards. lt 
would be hard not to 
compare this new game with 
Manic Miner, which on the 
surface it resembles. Indeed, 
there are even sly references 
in some of the room names, 
But once into the game it 
soon becomes apparent that 
Fechnician Ted isn't quite so 
MMish as one psd expect. 

For a start off, the chips 
cannot all be reached, some 
rooms are impossible to get 
into, and others contain 
routes between hazards that 
look impossible — and are! 
But the secret lies in how vou 
go about playing the game, 
and gradually all becomes 
clearer. There are several 
levels to the irc and as 
in Pyjamarama a lift room 
allows access to other floors, 
although holes in the floors 


PrESrErt Rea E Licado 
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Eidos mésds 
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and ceilings also link betw- 
een screens. 

An unusual idea is that 
there are no lives as such but 
a long purple bar slowly 
recedes across the screen as 
you lose a life. As a result you 
may have between 30 odd 
and zero lives. Ônce down to 
zero the scene cuts to the ext- 
erior of the chip factory 
where Ted gets the bot, 
literally, from the boss. Scor- 
ing is by tasks completed 
and time, set against a real 
time clock. 


CRITICISM 


O 'lt seems to be a reason- 
able length of time since a 
Manie Miner style game has 
been revamped. Technician 
fed has many similar 
qualities to MM but has been 
expanded to a large extent 
with quite a bit more content 
having been added. Consid- 
erable thought must have 
gone into this program andis 
definitely not a copy in any 


sense of the previous 
success, Manic Miner. You, a 
lively two character-high 
sprite graphic, seem to be 
eager to explore the vast 
Ceni nado of thoughtful, tricky 
an 
hazards (insensitive being, 
they don't give a damn)! 
There have been previous 
games such as this with 
many hazards, nice detailed 
graphics at a good pace, but 
none have gone quite into 
such a depth as this, the 
depth being that there is only 
one set way and only one 
correct way of completing 
the task. And if you're not 
oing the right way about it, 
then the solution to the sub- 
tasks will not even become 
apparent. This game has 
some ofthe liveliest, detailed 
and imaginative graphics 
that I've seen to date. Each 
graphic obstacle has its own 
characteristics, which makes 
the game very interesting. 
Another thing about the 
game which is quite inspir- 
ing Is the fact that when a 
task is done, certain and 
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insensitive maze of 








veried things happen over 
the maze — obstacles which 
vou may have thought im- 
possa to | overcome 

me physically possible. 
An interesting and unique 
feature of this game. This is 
one game that | can quite 
easily and willingly state that 
it must be a game to add to 
your collection. Truly 
blade do difficult, truly 
wondertul.' 


O Technician Ted bears a 
strong resemblance to both 
Jet Set Willy and Manic 
Miner, but the major diff 
erence between this and 
other platform games is that 
this game needs a lot more 
thought to complete the 
screens. The graphics are 
well up to Hewson's usual 
standard, and certainly 
surpass those seen in JSW 
and MM. The sound in this 
game is preity good too, 
playing a continuous tune 
throughout the game [and a 
different one in the attract 
mode). Technician Ted is fun 
to play, offering progressive 


difficulty in the sereens, so 
every screen is a new chall- 
enge to be tackled and over- 
come. If you become a bit 
bored with ye olde platform 
type games this one is cert- 
ainty worth getting because 
it offers a rea! challenge 
which seems to be lacking in 
many of today's platform 

ames. Overall, as a plat- 
adia game Technician Ted 
must go down as one of the 
best games available for the 
Spectrum and brings back 
lite to the genre which of late 
have just been copies of 
Manie Miner. And ft is a more 
origina! game of the type 
than any of its predecessors.' 


O 'The excitement starts 
straight away with the highly 
unusual loader, which not 
onky masks the border but 
also while it is loading there 
are ranks of Technician Teds 
marching up and down the 
screen at the same time. And 
that's not all, for the firsttime 
ever, a countdown clock to 
completion of loading. AND, 
going in the opposite 
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direction of most others 
these days, the loading rate 
is slightly SLOWER than 
normal, thus  hopefully 
ensurning.a high rate of load- 
ing success. Once loaded, 
the music breaks out into its 
full glory (well as much glory 
as the Spectrum allows), and 
it is the best since Manic 
Miner, with two tunes played 
with a “real” synthesised 
sound (and equipped with 
on/off facility ifyou go mad). 
The graphics are really 
wonderful, loads of detail, 
animation and humour, and 
the timing routines through- 
qut are perfect, and perfectly 
hard to beat too. Technician 
Fed is a platform game, and 
there's nothing new in that, 
but the thought that has 
gone into this one makes It 
quite something else. Addie- 
tive, delightful to play and a 
definite must. 


COMMENTS 


Control keys: O and O/W 
and P left/right, bottom row 
to jump 

Joystick: doesn't need one 
Keyboard play: simplicity 
itself, very responsive 
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Use of colour: excellent 

Graphics: excellent 

Sound: excellent 

Skill levels: difficult to start, 

pre progressively worse 
id as panby as 32, ER 

tney go quickly enoug 

Screens; about 50 

General rating: excellent, 

and great value for money. 


Use of computer 93% 
Graphics 965% 
Playability 96% 
Getting started 92% 


Addictive qualíties 97% 
Value for money 99% 
Overall 96% 
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Ad American Sor tware 


Until now, this fantastic 
range of American games 
has been available only to 

the fortunate owners of Atari 
and Commodore computers. 
Now, thanks to U.S. Gold, 
vou and your Spectrum/ 
Spectrum + can team up 
with some of the best games 
available today, from such 
famous-name American 
software houses as SEGA, 
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Al American Software 


BALLY MIDWAY, MICRO. 
PROSE and ACCESS. 
Amongst our winning line-up 
you'll find games of proven 
popularity, not only in the 
home, but in arcades across 
America! 

So play the game and 
discover for yourself why 
there's never been a better 
time to own a Spectrum! 








Producer: Firebird 


Memory required: 48K 


Retail price: £5.95 


s 


Mo 


+ 


| 


La nguaga: machine code 
Author: P. Hibbard & D. 
Lowe ? 


Bugay Blast is the first of 


Firebird's Gold Edition 


mes, which explains the . 


higher 


er price. Buggy Blast isa 
Space shoot em up of 


some complexity. The story | 


goes like this: For over three 
centuries the planet Endra 


has been inha 
Lurgons. The key to thei 
power is held in the Central 
urgon Corridor (Sector 8 of 
the game). A pilot skilled 
enough to gain entry to this 
sector and destroy 20 
Lurgons will cause a power 
reversal that will consume 
the whole complex. 
Start, seated in your s 


buggy, in the impressively always travelling. 


lex launch tube of the 
ther Ship. A vidscreen 

lowers before your pr 21.4 
and informs you of the 
imminent launch and the 


di ex | 


sector of corridor you will be. EB 


entering. The scoring system 


“sector for which you are curr- 


ently fitted and all launch | 


procedures are fully auto- 


'matic, The launch fires you 


down the tube and out into | 


space, then lowers you into 
the 3D corridor of sector 1. 
Thefightison! 

Buggy  instrumentation 


- 


includes space scanners to | 


warn of mine jammers (see 
below), onboard computer 
damage status reports, life 


mod 


indicator lights and an 
energy | counter. 
enemy, the Lurgons, have 


developed from defective 


robots and are dedicated to 


“the task of destroying all life 





ten sophisticated weapons 
systems which you will enc- 
ounter singly or severally 


being penetrated. These IR 


appear in increasing 
numbers in the narrow corr- 
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ted by the | 


“to their 


“You aimed with the left/right up/ 
pace down keys, the 





only allows you access tothe | 


e indicator, Xion phaser | 


forms. They have developed EEE; : 
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idor, firing at you and 
| Pa down your force 
field, The twin lasers are. 


e the buggy 
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Mother Ship is essential. 
This takes you back into 


space whereupon the 

other Ship appears in the 
view screen which is equip- 

ed with a docking sight. 
This must be lined up on the 
central docking tube ofrthe 
Mother Ship. It is at this point 
that the mine jammers try 
and destroy you. Successful- 
ly destroying a mine jammer 
will bring the Mother Ship 
back into range for auto-- 
docking. At this point the 
score is updated which 
determines whether you will 
be returned to sector 1 or 
sent on to the next level. 
Naturally enough, life gets 
harder with each level/ 
sector! 


CRITICISM 


s Bugay Blast, is a Firebird 
Gold Edition, so | was expec- 
ting itto be a bit on the good 
side. The scenario is not very 
new, it's the robots dedic- 
ated to organic life form des- 
truction one. Iwonder if they 
realise that they would have 
a pretty boring existence if 


the task was ever comp- 
leted? Anyway, it wont 
because us mega-Spectrum 
owners will zap em all first — 
that is if there was a Kemp- 
ston facility. Reverting to the 
keyboard | found my hands a 
blur of acivity, trying to 
survive in the corridors. The 
ame was really exciting and 
ast moving with audio- 
visuals to match. | strongly 
recommend Buggy Blast to 
arcaders with hyper-fast 
reactions — no one else need 
apply here. Okay you 
Lurgons, just wait until | get 
back to the keys! 


O “lts about time someone 
came out with a good, fast 
shoot em up — | do miss 
them. This game will provide 
many hours of mindiess 
blasting and zapping. This is 
what | call fun! ! really must 
say that this game is so 
highly polished in 3D graphic 
detail. All the enemy are 
drawn solidly and smoothly 
get larger as they move 
towards you. Most shoot em 
up games don't have a very 
strong objective to them, but 
this one has a definite object- 
ive, à goal to go towards, it 
doesn't just get harder and 
harder and harder like Space 
Invaders used to, although 
Um not saying it's easy by 


any standards. Explosions 
must be some of the best 
around, very zappy, very 
neat. Sound also is incred- 


ibly good for a one chanel. 


sound chip, and not a very 
capable one at that 
excellent. ft must be among 
the noisiest shoo! em up 
games ever produced. [have 
no quibbles with this game 
whatsoever, and Em sure it 
will satisfy anyone who 
loves pure shoot em up type 
games. Well worth the 
money. 


O Buggy Blast is a visually 
elegant game with its movie- 
like apena, 
sequences. 
uite a lot to see and do, as 
the Lurgon enemy get more 
ferocious. The launch seq- 
uence graphics are very 
impressive and there is 
excellent sound to go with 
them. By not having the 
buggy move about in the 
corridors, you are left free to 
concentrate on firing, which 
is just as well! A neat touch is 
that vour twin lasers are 
actually visible, and you can 
see them swinging about to 


aim on the enemy. Firebird | 


have ensured a long play for 
this game by providing num- 
erous types on enemy and 
several visual effects that 
some of the weapons 
produce. Throughout, the 
graphics and the sound are 
of a very high standard and 
all add to an addictive and 
very playable game. 


COMMENTS 


Control keys: Q/W left/right, 

O/M up/down, X for Alon 

phasers, P for lasers (or the 

cursor keys) 

Joystick: Protek, AGF 

Keyboard play: well 
ositioned and responsive 

Use of colour: very good 

Graphics: very good 3D, 

detailed, large and fast 

Sound: excellent and varied 

Skill levels: B sectors 

Lives: 1 with percentage of 


damage 
Screens: 8 sectors and 
several in-between screens 
General rating: highly 
addictive, playable and an 
excellent shoot em up. 
Use of computer 84% 
Graphics 94% 
Playability 91% 
Getting started 93% 
Addictive 
ualíties 94% 
alue for money 92% 
Overall 91% 


and between | 
here really is 
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weather 
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RALLY 
DRIVER 


Producer: Hill 
MacGibbon = 
Memory Required: 48K 
Retail price: £9.95 
Language: machine code 
Author: Five Ways 
Software 


In their series “Games to 
stretch the mind, Hill 
MacGibbon have come up 
with some very detailed and 
innovative games that hover 
between being educational 
and  downright exciting. 
Rally Driver is a simulation of 
a car rally which takes place 
over a very large mapped 
area of roads. ltuses 3D road 


moving road in 
set against moving mount- 
ains. Un the side there are 
bushes, trees and houses, all 
of which move in 
perspective as you pass 
them by. Because this is a 
rally and not a race track, 
there are also numerous side 
roads down which you may 
elect to drive, the object 


perspective 


| being to chose the shortest 


"the marshal will ask you to 


| racer style graphics, with a | 


or quickest route to the stage | 


finish. 

Contained in the box along 
with the program is a large 
map which shows the roads 
vou will be taking on the 
three increasingly difficult 

Depending on 
conditions, some 
roads may be flooded and 
diversions will be indicated 


| at the Time Controls. There 


are four Time Control points 
on stage 1, for instance. In 
between are Passage Contr- 
ols, boards with a set of 
letters on them. When you 
reach a Time Control Point, 
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repeat the letters to see 
whether you stuck to the 
route properly. If you fail to 
answer correctly you incur a 
20 second time penalty. You 
also incur time penalties for 
crashing your car, leaving 
allowed roads, travelling in 
the wrong direction up a 
road or for hitting spectators 
or farm animals. For the 
latter, you are equipped with 
a powerful horn, and using it 
makes the hazard lope casu- 
ally off. Your other instru-| 
ments include a speedo 
which goes up to 100mph 
and a handbrake onoff light. 


CRITICISM 
O | wish all educational 
games were as much fun as 
Rally Driver. | find this game 
as compelling as their 
previous Ballooning game. 

hat struck me with this 
game was the distinct fact 
that surely this must be the 
best racing car type game — 
better than Psion's Chequ- 
ered Flag in my opinion. 
There are moretrees, bushes 
and more realistic hazards 
such as cows, water and 
rivers flooding (whoever's 
seen oil splattered all over 
the road, as in Chequered 
Flag)? Mountains and clouds 
move very well, all adding to 
the realism of this game. Às 
to the game itself, | would 
suggest it is a two-player 
game in the sense that one | 
player needs to drive the 
damn car, and the other 
needs to navigate him/her 
around the huge, scenic and | 
twisting course. Software 
houses seem to think that 
racing car games are difficult 
to reproduce with detail and 
still keep speed, and here a 
“mere” educational package 
thrashes all others out of 
sight." 


6 “Rally Driver is a 3D 
simulation with quite good 
graphics. The game has 
several realistic features 
such as a handbrake — 
useful when going into cor- 
ners too fast! Also, the steer- | 





“ing wheel self-straightens if 


vou don't keep ft tumed in a 
specific direction. The main | 
thing against this game is 


| that its difficult to play on 


your own. The driver cannot 
concentrate on the road, 
read messages and navigate 
from the map alt at the same | 
time. | suggest you play this 
game as any self-respecting 
rally driver — have a navig- 
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ator! A point against addict- 


ton was the “beat the clock 
challenge can get tiring. 


eventually. Overall a good 
simulation." 


O This is a bit expensive, 
butitis a too program, with 
on of content and back 
up. The map itself is quite 
entertaining, and the vari- 


| ables thrown into make each 


Cá lively add to the overall 
avour. 5teering the car is a 


| job for skillful hands — make 


| 
+ 
E, 2 
[7 
E - 


no mistake, this may be 
intended as more of an educ- 
ational type game than other 
road games around, but it 
isn't for cissies! Very good 
indeed, and funto play.' 
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Producer: Alligata 
Memory rquired: 48K 
Retail price: £5.95 
Language: machine code 
Author: Elliot Gay 


Quite who the hero Blagger 
may be is not detailed in this 
bb or why the son of Mr. 

lagger should be called 
Slippery Sid who's real dad 


| would appear to be another 


erson called Roger the 

odger. It's all most confus- 
ing. What isnt so muddling 
is that Slippery Sid, attempt- 
ing to out-emulate his 
famous dad, is working as an 
espionage agent deep inside 
Spectrum Security HQ on a 
task to collect all the golden 
keys dotted around the large 
serolling complex. Quite why 
he should be doing this is not 
explained either and gives 
the feeling you've Just 


walked into an exciting TV. 


serial in the middle of epis- 
ode three! 

- S0n of Blagger is a large 
maze complex with platform 
overtones along the lines of 
Jet Set Willy or Monty Mole, 
although it tends to resem- 
ble the latter more, Within 
rooms, which ars of various 
shapes and sizes, platforms 
are connected by downward 
escalators, upwards moving 
ladders or linked by dissolv- 
ng floors. Various monster 
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SON OF BLAGGER 


The nice 


up for the hero's plodding 


pace. 







ane a variad, winding road make Hill MacGibbon's 
an unusual experience which ques better with tro 


ies and difficult timing in SON OF BELAGGER fail to make 











COMMENTS 


Control keys: 1/CE steer left/ | 


right, 0/0 turn left/right, 9/2 
accelerate/brake, 3 hand- 
brake tosgle 

Joystick: Sinclair 2, 
Kempston 

Keyboard play: good pos- 
Rions, responsive 

Use of colour: very good 
Graphics: good 3D effect, 
fast for this type of game 


Sound: not much, good hor | 


Skill levels: 3 stages 

Lives: not applicable 
Screens: scrolling 

General rating: good to very 
good, plenty to do, well 
executed. 


“Useofcomputer 73% 
“Graphics 80% 


Playability 78% 


Getting started 83% 


Addictive qualíties 75% 


Value for money 71% | 
Overall 77% 


robots prowl the premises | 
on unvarying paths of destr- | 


uction, quarding the keys. 
The screen “window scrolls 











ppm ta ta keep | 


agger's Son in the middle 
of the action. There are 


several levels to play 
through with a time limit 
imposed by falling air 
supply. 

CRITICISM 


O 'Son of Blagger is a fairly 


slow Manic Miner type | 


game, Noam from the screen 
layout, the graphics are not 
too good and a bit dated, and 
the sound, which only comes 
in à tune form, is affected, 


like the animation, by the | 


scrolling screen. | saw this 
game for the CBM about six 
moónths ago and then tt 
seemed quite impressive, 


but now on the Spectrum | 


I've lowered my opinion of it. 
| think everyone's just about 
about had enough of games 
where all you do is pick up 
keys and time jumps.' 


O “First thing in this game | 
thought the graphics were 
most attraciive — a major 
part of any game. Animation 
is great; detailed objects spin 
and rotate. “you walk very 
Ei The main thing that 
spoiis this game is the speed 
at which vour man walks. 
ve heard of siow, Ive heard 


| of very siom, but this goes 
| beyond a joke. The game 
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gets tedious to play after a 
wie, and collecting trivial 
objects like keys becomes a 


boring task, lts a shame that | 


a game of this standard of 
quality of graphics is let 
down by the slow movement 
ofthe key item inthe game — 
vou. What can ! say, buy the 
game and put up with the 











buy the game and never to 
be able to see the colourtu! 
detail? The choice is yours.' 


6 There'salotto seein Son 
of Blagger — that's if you can 
get to see it before the ever 
so Slow pace of the hero and 
| the. irritation of having to 
constantly go back to the 
start each time vou lose a life 


cheerful, well drawn with 
nlenty of details. The contin- 
uous tune is adequate, 
although it's a pity every- 
thing comes to a stop when 
the screen scrolls over a bit. 
But the real let down is the 
 Playability of the game. lt's 
ruined by the sluggish pace 
| of play, because otherwise, 
the combination of timing 
required with the movement 
of fioors and nasties is 
perfect.' 


Producer: Century City 
Memory required: 48 
Retail price: £1.99 
Language: machine code 
Author: Curtis Jones 
Software 
This game has a commend- 
ara blurb goes, and con- 
nes its bigger flights of fant- 
asy to the on-screen instruct- 
ions which tell you that it is 
the end of the 25th century 


worst state of decline since 
the end of the 20th century. 
Ravaged by a 200 vear war 
with the alien confederates, 
the remnants of our once 
great race are scaitered 
throughout the universe, on 
remote, barren hostile 
pe The only planet in- 

abited by humans that is 
| not reverting to the cave era 
15 Sol. From Sol come scout- 
ships. Their missions: to 
boldly go where no scout- 
ships have gone before. 
Their task: to locate the last 
human settigments. It is 


slow speed of play but enjoy | 


the nice graphics, or not to | 


| user-friendly 


gets to you first. Graphicsare | POP pacing. 








ACCELERATOR 


ably brief inlay as far as the | 


and the human race is inthe | ES 





from one of these missions | 





COMMENTS 


Control keys: Z/X left/right, 
SPACE to jump 

Joystick: doesn'tneed one | 
Keyboard play: responsive | 
enough 
Use of colour: very good | 
Graphics: large, detailed, 

and varied | 


Sound: continuous tunewith | | 


on/off facility 

Skill levels: 1 

Lives: 3 

Screens: many, scrolling 
Special features: protection 
colour code is printed on 
inlay — very sensible and 


General rating: what should 
be an excellent and 
interesting game spoiled by 


Use of computer 805% 
Graphics 195% 
Playability 45% 
Getting started 63% 
Addictive qualíties 43% 
Value for money 56% 


61% 


Overall 





that your ship, The United 
States of Sol scoutship 
Accelerator, encounters a 
massive alien fleet, Too late 
to run, you have no choice 
put to perform the first strat- 
egy of defence — attack! 

nd if you think you've 
heard something like his 
before, please don't write in | 
to say 50! | 


| Please send m 










RAM 
MAKE MORE 
OF YOUR 
SPECTRUM... 


Twogreat new add-ons to boost 
(and Spectrum Plus). 
The Ram Interface Mk.ll 
15 Kempston 
compatible. It lets 
vou get the best 
out of your action 
games, with all 
the best 
joysticks around 
- even the 
Quickshot llrapid = 
tire joystick. Electrity 
your enemmes, with real 
power and lightning-last reactions 
at your fingertips. 


the power of your Spectrum 


al jovstik 
E INTERFACE MK Il 


Thenithere s our Spectrum Upgrade 
Kit. Boost your L6K memory to a 
fantastic 48K and ; 

run all the latest 

superb action 

software. 


SPECTRUM 
UPGRADE KIT 


co «FOR LESS. 


(Both Ram producis are made to last. And fully guaranteed ) 
Get some real action into your Spectrum Games today! 
Simply return the coupon below'to Ram Electronics (Fleet) 
Lta. Dept. CM .,106 Fleet Road,Fleet, Fo ud GUI3 RPA, 
Or call our credit card hot line on 
02514 25252. 
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What Accelerator turns out 
to De |5 a Space shoot em up 
of the old school but with up 
to date graphics. It plays not 
unlike Arcadia, but your ship 
5 free to move all over the 
screen as well as firing for- 
wards or backwards. The att- 
ack waves of aliens come 
from either side, but in one 
direction per wave, crossing 
and recrossing the screen 
until all are dead. Each wave 
provides a different alien 
type, some of them very 
large, and they are all firing 


constantly. The space war | 


takes place against a scrol- 
ling background of stars, and 
the only other features are 
three mines sown diagonally 
across the screen, which will 
explode your ship should 
vou hit one. Score, hi-score, 
lives and fuel remaining are 
shown at the bottom of the 
screen. Fuel equals bullets, 
and when it has run out, so 
has your time until a wave is 
cleared. 


CRITICISM 


O “This takes me back to 
the early days of arcade 
games — that's notsayingthe 
game is primitive because 
the graphics are of the fast, 


| smooth moving type, and 





are also very detailed, really 
quite lovely im fact. This 
game is a definite shoot em 
up game with no wandering 
either side, just mindiess 
blow em to smithereens. It 
starts off fairly easily with 
large battleships to blow Up 
and it continually gets more 
difficult as the enemy comes 
in larger quantities, at faster 
rates and in smaller vessels. 
Accelerator is an incredibly 
hi-scoring game and will 


| probably appeal to the type 


of person who loves high 


| SCOTES. 


O “Shoot! em ups are 
eting rarer by the day. 
here is still a place for them, 

but it's hard to feel thrilled if 

the graphics are poor fas 
they used to be), Accelerator 

15 not let down on that score 

mith varied and detailed 

characters  zapping each 
oiher against a background 
of deep space, using power- 
fuland colourtul lasers of the 
type more commonly seen in 
Lunar Landscapes. The expl- 
os/0ns, too, are very realistic 
and the sound works to heip 
the atmosphere. In other 
words, this game is a good 
shoot em up of the old type, 
and if vou like em, you'll like 


| 


| 


R 


| 








this one. Overall, quite nicely 
done, playable, but perhaps 
not very addictive,' 


o “im not sure whether 
there is still a market for 
simple shoot em up games 
these days, but Accelerator 
being a cheapie, it will prob- 
ably sell in large quantities 
because the graphics are 
nicely produced, and vary 
from wave to wave, some of 
them looking like ships outof 
Blake's 7. Reading the instr- 
uctions for this game, the 
thought cameto me, why is it 
always me, and solely me, 
that has to save the 
universe? | must be a great 
hero by now, having saved 
50 many universes, but no 
mind, it's all in the average 
days work of an average 
ado oeveral features | 
ke about this game, which | 
have not seen before, 
include the starry back- 
round serolling behind the 
oreground of starfighter 
ships, a very effective and 
neat addition. Probably, 
without this effect it could 
make the game tiring to play, 
it does seem to break the 
monotony of the black back- 
ground. Another feature is 
that when a wave attacks you 
it does not attack all at the 
same speed as most of these 
games do, but at varving 
speeds from snail's pace to 
warp speed, and in cases 


where the spaceships are | 
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tiny, this can pose several 
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DAS 
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problems im trying to zap | 


them. Another neat feature is 


the fuel counter. lt does not | 


drop by itself but instead, 


every time you fire your laser | 


your fuel count is reduced by 
one, so care |s needed in zap- 
ping. To sum up, If can be 
called a fast, rigorous, sole 
shoot em up game, quite 
neat but possibly it isn't 
totally addictive, but then 
again, how many cheapies 
are? lt is the type of product 
where you play continuousiy 
for a day or so and then 
throw it away inthe bin. 


COMMENTS 


Control keys: O/A up/down, 
O/P left/right, SPACE to fire, 
1 to start game 

Joystick: Sinclair 2 


A sort of up-dated Arcadia in Century City's ACCELERATOR 


HIBM 
0021358 


| Use of computer 58% 
Graphics 15% 
Playability 73% 
Getting started 70% 
Addictive qualíties 38% 
Value for money 70% 








Keyboard play: quite 
responsive, sensible 
positions 

Use of colour: very good 
Graphics: good, large and 
detailed with excellent 
explosions 

Sound: laser and explosion 
effects, quite good 

Skill levels: 1 

Lives: 5 

Screens: 20 attack waves 
General rating: average 
shoot em up distinguished 
by graphics. 


Overall 66% 





In spaceno one can hearyouscream. 


Personnel 
files follow -— 
|| yours to 
command — 
wellalmost.. 


MINS GANNEE Es =N Featurin 
SPECTRUM 48K- CBM64 ENA Personality Control System 
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SNAKE BITE - Simplytheslitheriest | MICKEY THE BRICKY - Four BIRD STRIKE = Wing the planes GOLD DIGGER - The hazards of 
game ofits kind, screens packed with fun. and shoot the pigeons. diggina for gold down under 
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005 Arcade BBC MICRO EB MS Arcade BBC MICRO 022 Arcade BBCMICROB  f2a Arcade/Strategy BBC MICRO B 
DUCK! - Comedy and musicinthis ACIDDROPS-Flythroughtotackle  ESTRA-Recoverthesacredstatue THE HACKEAR - Terminalto modem, 
duck shoot. the mutant spinners. of Estra the snake god. telephone network to mainframe. 
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006 Arcade SPECTRUM 15K/48K Arcade SPECTRUM IGK/MBK 010 Arcade SPECTRUM 16K/4BK 021 Arcade SPECTRUM 16K/48 
RUN BABY RUN - Multi-car cop TERRA FORCE - Terra man MENACE = What happens when CRAZY CAVERNS - Ten crazy 
chase and shoot-out. defends earth against all odds, teacher turns his back, Caverns, ten hungry mouthsto feed. 
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SPECTRUM 48K 0%4 Arcade strategy SPECTRUM 48K 016 Arcade Adventure SPECTRUM 48K = SPECTRUM aBK 
EXODUS - Strange creatures MR. FREEZE - Six compartments, BOOTY = Twenty holds crammed VIKING RAIDERS - A testolstrategy 
emerging from the pits. gach tougher to de-ice, full of pirate loot. against the computer or friends. 

















SCREEN PRINT SERVICE MAIL ORDER 
SINCLAIR SPECTRUM AND BBC MICRO B USERS ONLY Please state name of game (and machine) and 
Notice the quality of printed screens on the front of our Silver range packs. Ifyou are a computer numbers required, 
artist we can ofler you hard copy of'vour creations in the form of: Enclose crossed cheque/PO made payabie to 
a o À | FIREBIRD SOFTWARE. 
1; PAPER - £6.95p each, or 2. LAMINATED (Board-backed) -£9.95p each: Orders are despatched prompíly All prices 

both prices inclusive of VAT and postage. inclusive of VAT and postage, 
Send your saved screen on cassette or disc (state border colour, if Spectrum) with 4 crossed MAIL ORDER: 
cheque/PO made payable to FIREBIAD SOFTWARE, to the address below Your cassette or disc F ; 
will De returned with order. Allow 14 days for delivery FREEPOST FIREBIRD, 

WELLINGTON HOLISE, 
UPPER ST MARTIN'S LANE, 


SCREEN PRINT: 
"“FREEPOST FIREBIAD, WELLINGTON HOUSE, UPPER ST MARTIN'S LANE, LONDON WC2H 9B8R LONDON WC 2H 9BR 


“No stamp regue. “No samp required 


FIREBIRD SOFTMARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL. TEL: 01-379 6755/5626 


Firebird and the Firebird logo are trademarks of British Telecommunications ole 








011 Arcade “SPECTRUM 48K 
BYTE BITTEN - Solve the clue then 
play Sea King. 


017 ? Arcade Nana COMMODORE Eid 
BOOTY — Twenty holds crammed 
tull of pirate loot. 


201 COMMODORE 64 
DEMONS OF TOPAZ - 


012 Adventure SPECTRUM A8K 
THE WILD BUNCH - Accused of 
murder, hunt the real killer, 


09 Arcade COMMODORE 64 
HEADACHE - Nervous Ned's quest 
to serve The Brain. 


100% Graphic Exploration. 
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018 Arcade COMMODORE 64 
EXODUS - Strange creatures 
emergina from the pits. 


020 Arcada COMMODORE 64 
ZULU - 100 golden masks hidden 
in a magic maze, 
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202 SPECTRUM d8K 
BUGGY BLAST - 
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NEW RELEASES: 
MR FREEZE 
EMSTRAD 
à THE WILD BUNCH - 
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BIRO STRIKE 
ELECTRO 
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015 ArcadeiStrategy COMMODORE 64 
MR. FREEZE - Six compariments, 
each tougher to de-icea. 


a24 a Adventure COMMODORE 64 
GOGO THE GHOST - 150 different 
haunted castle chambers. 
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space Mission Simulation. 











AIRWOLF 
Producer: Elite | 
Memory required; 48K 
Retail price: £6.95 
Language: machine code. 
Author: Richard Wilcox 


Às “Siringioliow Hewito; “a 


former Vietnam ch 


pilot, and theonlymaninthe | 
ee world trained to fly the 


billion-doliar helico 
Airwolf, you have been 
assigned a. dangerous 
rescue mission by the “Firm”. 

Five important US scient- 
ists are being held hostage 
deep in a subterranean base 
beneath the scorching Ariz- 
ona desert. You must guide 


Airwolf on a series of pane | 
ring 1 


ous missions and 


about their release, each sci- 


entist one at a time, Only 
destruction of the defence | 
control boxes strategically 


positioned within the cavern 
will allow Airwolf to descend 
to the heart of the base 
where the scientists are held. 

"So says the exciting inlay 
to this new game from Elite, 
the officially licensed version 
of the recent hit TV series 
starring Jan. 
and lp ad 

The action takes place over 
several interlinked, scrolling 


Screens, starting above | 


ground. On the first two 


screens you are immediately 


faced with the defence fields, 
assembled boxes of blue 
which must be shot away 
box by box with the Airwolf's 
powerful  cannon. the 
problem is that the entire 
field regenerates itself within 
only a few seconds and you 
have to start all over again. 
Gaining the passage takes 
you along to the cavern 
entrance, also guarded by a 
similar field, only now you 
are shooting down. From 
there on each cave is 
guarded by large guns, 
electric fields, and the very 
narrowness of the cavern 
pares makes life tough. 

O survive a screen is not to 
be finished with it, since your 
actions on another screen 
may well alter the situation 
on the earlier one, allowing 
you to backtrack to get a 
stage further. 
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helicopter 


Micahel Vincent 


Airwolf is a thoroughbred 


helicopter and like any arist- 


ocrat is difficult to handle, 
one problem being that it has 


to be flown to keep it air- 


borne, none of this negative 
gravity to help with the 
shooting. 


AI:R:W-O-L-F. 
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CRITICISM 


gg Airwolf is one of those 
ga mes you're either going to 
e terribly addicted to and 
plãy to death, or you're 
going to switch it off. T's not 
that the game is bad, on the 
contrary it's very good. BUT 
it's só damn hard to get into 
and it takes práctice just to 
get through the first obst- 
acle. Like all other Elite 
games, Airwolf has very 
good graphics and the sound 
is alright. Your helicopter 
responds well to your 
hp and the game is fun 
pad (it would be better 
ni a couple of friends)! If 
vou fancy yourself a bit of an 
arcade ace then àAirwolf 
could well prove you wrong! 
A vital accessory for this 
game is a strong firing finger 
— without it, you're lost 
before you Start. Airwolf is a 
slick program that is worth 
buving because it will keep 
you entertained for ages.' 


O “Licensed games from 
well known films or TV often 
have little to do with the orig- 
nal, relving on the original to 
sei! them. Airwolf Is no ex- 
ception — okay it is a heli- 
conter. but so what, and so 
what indeeo, Airwolf doesn't 
need Jan Michael to sell it, 
the ga can do nt alt by 
itself, This is one of the 
meanest arcade shoot em 
ups since they brought 

cramble out on the big 
machines. The pace is 
violent, furiously fast and 
mil! totally destroy your 
index finger in the process. 
The game is hard and allows 
vou no respite — you no 
sooner get through a def 
ence ring and onto another 
screen with a sigh of relief 
and NO — it's offagain. Thril- 
ling stuff! One clever touch is 
the neat recovery of a mis- 
take made on the inlay which 
omits to tell vou the fire- 
button. The loading screen 
finishes with the large words 
CTOSHOOT. Press C at your 
peritf 


O “There's more to this 
ar than meets the eve. At 
irst | thought it was a 
damned difficult game with 
seemingly little content, just 
pretty À pi da with realístic 
shaded trees and snow- 
capped mountain tops in the 
distance. Looks good, eh? 


Well, after about an hour and 
a half of trying to remove a 
sing wall | was through, no, 
not through with the game, 
through with the wall, and 
then there was another wall, 
another half an hour of pers- 
everance was spent on it. | 
was through, YIPPEE! Atlast, 
| could get into the game for 
real, down into the deep dark 
depths of the caverns | 
dropped to find ray guns try- 
ing to destroy me. Little did 
they know | was more intel- 
pd than that, frantically 
shooting what looked like a 
doorstop, it opened another 
cavern — exciting isn'tit? On 
| went to forcefields, my 
goodness, they were tough 
to get through, but me being 
me, | got through it. Faced 
with - torturous cannon as 
they tried to take pot shots at 
me, lucky was | that | had a 
high-performance .jetcopter 
— convenient isn'tit? Then 
there was a moron of a 
cannon, would it let me 
through? No it wouldn't let 
me through it shot in every 
direction. What do | do, | 
thought, as my limp finger 


“was dropping off the fire 


button and my joystick was 
smoking with action and 
rage. Well, that's for you to 
find out. This game is incred- 
ibly difficult, Dut highly play- 
able and addictive. Graphies 
are neat and futuristic, detail 
is quite an assetto this game. 
Elite have gone back into the 
air again with a winner. Why 
not buy it — then you can 
suffer, as muchas | have had 
to do. 


COMMENTS 


Control keys: Oto T/Ato G 

up/down, £2/X left/right, € to 

shoot 

Joystick: Kempston 

Keyboard play: very 

responsive and well laid out 

for left or right hands 

Use of colour: excellent 

Graphics: very detailed, 

smooth and imaginative, 

with very good scrolling 

Sound: good 

Skill levels: 7 with 
rogressive difficulty 

Lives: 5 

Screens: 12 

General rating: addictive, 

playable and fun, excellent. 


Use of computer 85% 
Graphics 92% 
Playability 91% 
Getting started 89% 
Addictive qualíties 95% 
Value for money 905% 
Overall 90% 


Programmable 
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DELIGHTS 









Product: Joy Sensor 
Producer: Suncom 
Retail price: £29.95 


Suncom's Joy Sensor certainly doesn't look like your 
average pec in fact it appears to originate from the 
Enterprise battleship's command console. |s this the ultim- 
ate games weapon or does the lack of a gripping stick 
represent a step back to the old ZX87 misery membrane 
keyboard? 


CONSTRUCTION 


The silver grey unit resembles the usual flat TV remote 
control units, but obviously the protruding cable tells a differ- 
ent story. Where normally a stick adorns the enclosure there 
is a round depression with the four main directions and four 
diagonais indicated in black and red. This surface is obviously 
a touch sensitive switch area. Controlis gained by poking one 
of the hand's digits inside the round recess and moving the 
finger in any ofthe eight directions required. Since the sensor 
is not pressure sensitive, the finger can glide frictionless 
across the surface and the speed o: changing direction is only 
dependent on the finger dexterity ofthe player. A slide switch 
above the control area enables or disables the diagonal 
movements. Further up is the fire sensor area with a lefthand 
and righthand firi ng position and a central rapid fire area. Due 
to its design the unit is very robust, The on ly moving partis in 
fact the slide switch, which requires a fair amount of force. 
The manufacturer's guarantee does not extend to the play- 
er's fingers however, The Joy Sensor's cable terminates into 
an Atari compatible D type connector and this means any of 
the existing Spectrum joystick interfaces may be used. 





SENSURROUND 


























Putting the Joy Sensor through its paces requires a lot of 
fin ad The unit certainly gives a new meaning to poking 
with your finger. Several techniques were tried out, but most 
players preferred using the index finger, 

Platform games work out fine with the touch control, as 
toggling into position is fast and accurate. Controlling 
cockpit-style games is easy enough, although the major dis- 
advantage here is that there is no sense of realism. lving a 
plane with a toúch pad just doesn't prove to be very exciting 
although excellent control can be achieved, Here joysticks 
like the Quickshot 2 obviously score highly as you get the feel 
of holding the rudder of a real starship fighter and get real 
Satisfaction out of blowing enemy fighters to kingdom come 
by os away on the Header fire button. With the Joy Sensor 
this all becomes very efficient and clinical. | 

Where the Joy Sensor does score over conventional joy- 
sticks is at athletic meetings. With the touch pad the plaver 
becomes a real track scorcher and even Daley Thompson 
ought to watch out in his rear mirror. ... 
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Admitted! | 
and reaction to the conventional joystick, but what It is 
lacking in is sense of excitement and realism and this is after 
alla very important aspect of games playing. 


CONCLUSION 


TheJoy Sensorisnotevery player's ultimate wespon control. 


y the control can be superior in accuracy, speed 
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You'll never dream a program 
could be this good!!! 








in his nightmare 


ational Software from 


44 The Broadway, Bracknell. Tel: (0344) 427317 
Available for 54 and Spectrum 4BK 


You can't help having a 
soft spot for certain 
people and companies, 
sometimes because of 
circumstances, some- 
times because they are 

leasant and sometimes 
both as is the case with 

Mikro-Gen. In August 
1983 the fledgling mail 
order company Crash 
Micro Games Action took 
its first ever promotional 
step into the public eye 
and had a stand at that 
month's ZX Microfair in 
 London's Alexandra Pal- 
ace. Arriving early on the 


before the show and gu 
gering under the weight 


catalogue (a massive 16 
pages of black and white 
newsprint) to take pos- 
session of our six foot by 
two foot table, we discov- 
ered that the whole end of 
| the square block we were 
on was empty of tables. 
The only other early arriv- 


als were busily filling it. 


with their blue custom-- 
built stand bearing the 
words MIKRO-GEN. Nat- 
urally conversations were 


struck up and one of our | 


catalogues duly passed 
over. To their delight, 
Mad Martha received a 


good mini-review in it. At | 


the time, none of us pres- 
ent knew that the humble 
little 
turn 


into CRASH 


Magazine within another | 


six months. 


meeting stick in the mind. 
In the intervening year 
and a half CRASH has had 
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catalogue would. 





occasion to review much 


Mikro-Gen product, some 
of it interestina, occasion- 
ally qood, but never 
seemingly all that inspir- 
ing —  umtil Wally 


Automania, 
Mikro-Gen developed a 
game to change their fort- 
unes with graphics and 
playability to match. But 
most importantly they 


| developed a real charac- 
| Friday afternoon the day | 


ter in Wally Week on 
which to build. Pyjamara- 


] | ma confirmed that suc- 
of our first ever mail order | 


cess and went further, 
being a game which 
required tanino. as well 
as playing skills. The third 
in the series, Life of Wally, 
affectionately referred to 
as Wally III, is nearly com- 
leted ready for release in 
ebruary and Mikro-Gen 
are happy that it will be as 
much of an advance on 
Pyjamarama as that was 
on Automania. | 
| asked Paul and Mike 
who invented Wally and 
was firmly informed that 
they work as a team. Paul, 
technically labelled Sales 
Manager, actually visual- 
ised Wally, and to my 
surprise emerged as the 
man who actually draws 
the striking adveris. But if 
roof were needed that 
ally has become a very 


A | real character, then it's of- | 
Little incidents like that 


fered by the fact that good 
fictional characters start 
writing themselves after a 
bit. 





Paul said, We are al- 
ready having difficulties 
in discussion about 
Wally's character himself. 
There was something that 
came up in discussion last 
night which | particularly 
didn't like, something that 
was to go into this new 
game, Life of Wally, bec- 
ause it seemed totally out 
of character. It's not the 
sort of thing that Wally 
would do, and | was dead 
set against it. It depends 


“onthe interpretation — but 


it might suit one of the 
other characters in that 
game. But then again, 
vou've got to be careful 
not to fall into a trap, 
because in a way you can 
do anything with Wally, 
which you cant with, say, 
Jet Set Willy. Willy was a 
nicely drawn character 


but not a social character, | 
| so he's more limited. 


Mike added, '| believe 
Wally is one of the few 
humanised computer 
characters out there. 

So if Wally is the result 


“ofa team effort, who actu- 






ally does the programm- 
ing work? Mikro-Gen cur- 
renthy has five programm- 
ers on the team, Chris 
Hinsley, Del McLoughilin, 
Andy Lawrie, David Parry 
and Nigel Brownjohn. 
Who's done the Wally 
programs? Paul frowned 
when | asked the 
question. | 

“Eight or ten of us sit 


down and - it's an initial | 


think tank. We don't really | 
believe in making a star, | 
it's not the way a software 
house should work. We 
cannot say that Chris 
Hinsley cols pb Pyj- 
amarama. Alright, David 
Parry did the adaption for 
the Amstrad, as far as 
hitting the keys, but it 
really is a team effort." 

So do they prefer to see 
a software house as more 
like a film unitthan a publ- | 
isher with star authors? 

“Yes, we do look on it 
like being a film, said 
Paul. “You see the thing is 
that certain routines or 
certain styles, Chris either 
didn't know or was 
having difficulty with, so 











Andy Lawrie who is the | 


technical director comes 
in. Andy oversees the 
whole operation, what 
Andy doesn't know isn't 


worth knowing. So you | 


can't say that Chris alone 
programmed it because 
there are things in there 
“that wouldn't have been 
in it if Chris alone had 
done it. No it's more the 
film unitthing. 

A team effort would 
hardly be worth anything 


f the members were | 


widely scattered, and in 
keeping with their think 
“tank theories all the pro- 
ibjnds work in-house. 

ikro-Gen operates from 
two sets of premises, 
there's Bracknell 
houses the marketing, 
sales and despatch side, 
and then there's Ashford 
in Middlesex which, in the 
words of Mike, is the nice 
hushed offices with the 


coolers for the computers | 


going. 
| Discussion | rapidly 
moved onto Wally Ill and 


the innovations they are | 


developing. As Mike 
pointed out, Life of Wally 
15 being worked on by the 
same programmers as 
“did Pyjamarama, so the 
graphics will be of a simil- 
ar quality. The real 
advance is being made in 
the way the game will 
play. 

“What we are doing; 
said Paul, 'is we're having 
several characters on the 
screen and they will be 
sabotaging Wally, or 
maybe helping 
the whole we've taken a 


which | 


him. On: 





very logical progression, 
whether you call them 
arcade games or advent- 
ure games which have 
become tied together as 
arcade adventures, 
doesn't matter. Now, 


what has happened with. 


adventure games is that 
instead of controlling one 
central character, in 
things like Lords of Miad- 


night you're controlling | 


several characters, but in 
an adventure game. What 


we're doing with Life of 


Wally is we're taking Pyja- 
marama one step further 
into adventure whereby 
you're controlling five 
central characters. You've 


got Wally, his wife Wilma, 


om, Dick and Harry. All 
of whom are different 
characters, and will oper- 
ate different ways.” 

Wilma 
Mike interjected. 

Paul laughs; 'I have to 
tell you this — Wilma is 
amazing! | always had it 
in my mind —- and we had 


great fights about this =| 


that Wilma would be the 
archetypal dragon. She's 
not, she's gorgeous, she's 
a real dolly.' 

"Dolliest woman you 
could wish to see on the 
computer screen, said 
Mike, modestly adding, 
“within that size char- 
acter.' 

Paul: “And all these diff- 
erent people are going to 
have different tasks to 
complete within 
game. We're not telling 


you what they are, but as. 


you progress through the 
game vou are going to 


is amazing,'| | the prol 
| feration of playing tips is 


the. 





have to find out what 
those tasks are.' 

The outline for Life of 
Wally is that within a town 
the five main characters 
have to perform certain 
tasks to keep the town 
functioning.  Repairing 
the clocks, repairing the 
jail and so on. Mikro-Gen 
are not telling people 
which of the five charac- 
ters has to do what, and 
neither will they tell 
people in what particular 
order things have to be 
done. 

This increasing compl- 
exity in games is what 


helps keep everything | 


alive, and the interdepen- 
dence of characters and 
objects and actions 
makes for a more enjoy- 
able game, but it also 


"makes it harder for lots of 


players too, and the proli- 


an indication of how 
much effort these games 
need. | asked whether 
magazines were spoiling 
the fun by printing tips 
and maps too soon. 

Paul: "To some degree, 
ves, ifthey are printed too 


early. - 
Mike: During the 
Pyjamarama launch in 
' London in September, 


someone from Computer 
& Video Games said to 
David Parry — he's only a 
teenager, handled him- 
self incredibly well — have 
vou got a map? He said 
ves, of course we've gota 
map. They said, are you 
going to let us have it? He 
said No. And they said, 
well you know we'll only 








draw our own. He said 
Okay vou can do but it'l 
be wrong, and just that 
one statement precluded | 
them from printing al 
map. 

“Yours was the first to 
come out, but that was | 
great timing, especially 
with the tips that went 
with it, because you didn't 
give the whole game 
away, said Paul. Mike 
went on, We are outlin- 
ing roughiy the main 
tasks but it's upto themto 
find out the rest of those 
tasks. If somebody wants 
to say, ves, for those of 
ou having difficulty 
om's got to do that, then 
why not? Fine and help 
them along. But the 
longer shelf life stems 
from the fact that nobody 
is solving it. The difficulty 
is in making it simple 
enough for a seven year 
old kid to play as well as 
keeping the interest of an 
eighteen year old brilliant 


| guy. You see, we had a 


problem in that Pyjamara- 
ma was good, but it 
would have been better if 
we could have stopped 
people solving it quite so 
quickly. It's frightening 
how good they are — our 
pogrammers thought it 
would be a considerable 
period of time, but there 
vou go. So what we're 
doing is splitting it up so 
that Wally gets a morning 


“tea break, then he gets his 


dinner, then his afternoon | 
tea break. You see there is 
a great conflict between 
making things too diff- 
icult so that the players 
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feel they have not ac- 
complished anything that 
| day, and making people 
want to keep on and on 
and keeping asortof mys- 
tique in that area. And we 
feel we've got over it b 
introducing this tea brea 
idea. I've gotto the morn- 
ing tea break. “Have you? 
Ive got up to dinner! This 
keeps people talking 
about it all the time. We 


to go on wanting to play if 
they've reached a certain 
point. We're open to con- 
structive criticism in this 
area, if that's the way 
people don't think the 
game should go then we 
are quite willing to accept 
that. But certainly with 
these breaks people will 
| have a level of achieve- 
ment that they didn't nec- 
| essarily have before andit 
| should make it last for a 
| longer period oftime than 
| Pyjamarama lasted for. 
Any sensible hero likes 
to see his line É 
uated and Wally is obv- 
iously no exception, for 
Life of Wally will see the 
introduction of his son 
and heir — Herbert. 

“He's the only character 
that can't be controlled, 
said Mike. “Wally and 
Wilma's son — he's crawil- 


ting in everyone's way. 
But the interesting thing 
“isthatin our next piece of 
software which we are al- 
ready rante for after 
Wally Ill, Herbert has act- 
 ually got to the stage of 
nara 

So the Week family is 
| spreading out. | couldn't 
resist asking whether Her- 
bert will have a flat cap 
like Wally. 


“he'sgota little curl of hair. 
And he's going to get lost 
in the apartment. You'll 
see Wally and Wilma 
stuck just inside the door. 


another character. 
a has helped 
Mikro-Gen create more 


than just more characters. 
They believe they are 
going against the current 
trend of adapting well 
known books, TV series or 


by crossing Wally over 
from computer games to 
other media. As 


explained; “We don't 





believe people will want. 


perpet- | 


ing about, and keeps get- | 


Paul replied, 'No, but | 


lts going to generate | 





films to computer games | 


Mike | 
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know if we can pull it off, 
but we're going to have a 


damned good try — we're 


going to try to promote 
Wally and make him 
strong and go in from the 
computer side. It's inter- 
esting to note that every- 
one is trying to “cross 
over” from films or TV to 
the computer, but not the 
other way around. 

Paul added, “Were 
working from a very suc- 
cessful computer game 
and then taking it across 
via music, instead of 
doing it the other way 
round like Ghosthusters. 
They're playing on the hit 
pad get pop are 

rpods, they're playing 
on the BBC thing, we're 
doing it the other way 
round. 

Music? | asked where 
music came into their 
plans. 

“What we are doing 
with Life of Wally; said 
Paul, “is that on the 
reverse side ofthe casset- 
te there will be a piece of 
music by a pop star, cant 
say who yet because the 
contracts havent been 


signed vet, and at the. 
moment someone is writ-| 


ing a piece of Wally music 
which, if if's good enough 
will be performed on the 
reverse side by this pop 
star and promoted in its 
own right as a single. The 
other alternative is that 
we have a record which 


does slot perfectly into 
the Life of Wally and nei- | 


ther is an adaption of the 
other, which the same 
pop star will perform, 
depending on how the 
music turns out. 

In addition to the pop 


single, Mike and Paul are. 


discussing several other 
ideas to extend the 
'crossing' over effect of 
Wally. He naturally lends 
himself to a cartoon strip 
both drawn and possibly 
even animated, and the 
popularity of the charac- 
ter has already led to 
other demands on Mikro- 
Gen from the general 
public. Mike — “As you 


rp realise we never 
ide from the publicevery | 


advert that we carry, 
every jacket, we put the 


phone number on, so if 
there's a problem we like 
to hear about it. We have | 


a girl on the end virtually 


non stop — and we've had 
some incredible respon- 
ses - 

Paul interrupted, laugh- 
ing, Yeah, you were rot- 
ten to that guy last week! 
He rang up and said, 
“Hello, I've justsolved Pyj- 


amarama,; Yeah? 'Oh,| 


am | the first?” “No, not 
quite the first— we've had 
about 10,000 so far! 

“IT wasn't that bad! But 
we certainly have had 
thousands ringing up to 


say they have completed | 
it, and demands for a club 
too. | never realised that 


people would want to join 
a Wally club, but we've 


had people wanting to 


know If there is a Wally 
club. lt doesn't sound like 
a bad idea. What we will 
be doing is some Wally 
badges. 

Has Wally eclipsed any 
other ideas, | wondered? 
But it seems not. With 
their newly rediscovered 
confindence, Mikro-Gen's 
team is trying out some 
varied ideas, as Mike 
explained. 

Well there's Wiitches 
Cauldron which is a sort 
of very light hearted 
super-graphics  advent- 
ure. You're a frog and 

ouve got to tur 
ack into a human being. 
Then there's ATC which is 
an incredibly technical 


progra Then there's | 


reasure island — that's 
only a convenient work- 
ing title, it won't be called 
that of course. We're try- 
ing different things in the 
market place now. 
Witches Cauldron is a 
program that has reason- 
able graphics, in it, but if 
rou put a lot of animation 
mn then you sacrifice the 
actual adventure. Bec- 
ause the memory that the 
animated graphics take 
up you prohibit the writ- 
ng of the actual 
adventure. What exactly 
does the general public 
actually want? Do they 
want a complex text adv- 
enture with good 
graphics, or do they want 
something like Pyjama- 
rama that has no textin it 
but is a sort of Eme 
adventure? And by mark- 
eting programs 
Wiiches Cauldron we've 
ot to let the ball have a 
air run in order to see 
how programs like that 


like | 





actually sell. We're happy 
with the quality of the pro- 
gram, but what I'm scared 
of is people saying that it 
hasnt got the animation 
we're used to seeing from 
Mikro-Gen. | think at 
some point a reviewer is 
going to say that.' 

It's always a problem if| 
you set a standard to stick 
to it, and sometimes the 
standard isn't suitable to. 
the product. But | won- 
dered whether they were 
lookin seriously at 
microdrives to increase 
available memory and 
thus include Pyjamarama 
style graphics with text 
adventures. 

We're so unhappy with 
the microdrive in our 
software house,” Mike] 
replied. “The cartridges| 
are so expensive. For 
several months now we 
have the Timex disk drive 
and it's gorgeous. You 
will be impressed with 
them believe me. The 
only problem is that it's 
the three inch drive and 
'ou can't get them easily, 
but | would see more 
chance in the long term of| 
a company like Timex 
capturing that market.” 

At that point we had to 
conclude the chat 
because Ludlow is quite a 
stretch from Bracknell,| 
and the afternoon was 
wearing on rapidly. So 
Paul and Mike headed 
south again, back to the 
think tank, badges, pop 
songs and Wally 
character development. 
The results of their en- 
deavours will soon be 


evident when Life of Wally 
is released on February 
the 17thatthe LET show. 





* [ADVENTURE GAMES" 


" 


IN THE CLASSROOM 


Rosetta Mcleod /s the Principal Teacher of | 


English at Linksfield Academy in Aberdeen. 
She has recently had a book published by 
Melbourne House called Learning with 
Adventure Programs. Here, she expiains 


| some of the reasoning behind the use of 
| Computer games in the classroom. 


since the Department of Trade and Industry's offer entitling 
gach primary school to a half-price computer, the majority of 
primary schools in Great Britain now have at least one micro. 
he number of micros in secondary schools is also increasing 
rapidly — but to what use are all these computers being put? 
In secondary schools, subjects like Computer Studies are 
being introduced into the curriculum and usually come under 
tne control of the Mathematics department. In these courses, 
children are taught programming skills, but | believe that 
there are other ways in which teachers with no knowledge of 


| Computing can use microcomputers in their classrooms. The 


obvious, way, OÍ course, is to use commercially available 
educational programs — the ones for English for example, are 
designed mainly for individual use, and purport to help with 
speilling, grammar, punctuation etc. These can be very useful 


| im their own way, but what the majority of teachers require, is 
| away of using a computer with a whole class, 


Over the last year, | have been experimenting with the-use 
of adventure programs in the classroom and have been 
greatiy encouraged by pupil response. Good quality adven- 


tures can act as a useful stimulus both in primary schools, | 
| where they can form the central core of project work, and in 


| the English depariments of secondary schools, where they 
| can be used to foster skills in reading, writing, talking and 


listening. The first adventure program | used in the classroom 
was [he Hobbit (Melbourne House). 

First of all, my English class of around 30 Third Year pupils 
of below average ability, read the opening chapters of Tol- 
kien's novel and discussed the main characters and theclues 


| given in these chapters. Looking for clues which would help 


us play the adventure game was seen as a fun task, but also 


| provided useful practice in close examination of à text. The 


pupils also studied selected extracts from the player guide to 
the program and undertook discussion and written work on 
computerInglish, rules of grammar, parts of speech etc, bef- 


| ore beginning to play the adventure. Initially, the children 


needed a fair amount of direction on the sortof commands to 


| mput, but after a short time they all had a good idea of the 


Inglish to use. 
As we went through the early stages of the game, we drew 
a map to keep track of the directions we were taking and the 


| locations we were arriving at. Using the program in this wav 


led to very valuable oral work; we discussed at length the 
commands to type in, and where disagreement arose, var- 
ious pupils were asked to argue their case, which they did 
remarkably weil, referring to the text of the novel and to the 
map to back up their point of view. 

The workunit, then, proceeded along these lines: we read a 
tew chapters at a time of the novel, then we used the com- 
puter program to take Bilbo and his friends along the stage of 


| the journey that we had read about. The children completed a 
| variety of assignments under the four skills of reading, writ- 


ing, talking and listening, and were greatly stimulated by the 


| adventure game. 


The success of this particular unit encouraged me to devise | 
Other units of work which | have described in detail in a book 
Learning with Adventure Programs (Melbourne House). In a 
uniton Valhalla (Legend) which involved the use of a number 


| Of stories from Norse mythology, | devised an assignment 


Using a review of the game from CRASH magazine — a 
review which seemed to me to be particularly well-structured | 
and well-expressed. My book also relates how | made use of | 
the designer program The Quill to stimulate the creative 
imagination. 

The work | prepared around these programs was initially 
designed for use in the English department of a secondary 
school, but some sections have been tried out with great 
success in primary schools. | believe that classrooms should | 
provide exciting and stimulating learning opportunities, but 
all too often education is book- or worksheet-centred largely 
because of the preference of the teacher. | have found that 
adventure games can stimulate even the most reluctant pupil 
and can be used by the teacher to promote sound educational 
Sims. 

Many of my pupils are now regular readers of CRASH 
magazine — they read avidly the reviews of new adventure 
games in the hope of finding a game which they can suggest 
to me for use in the classroom! 


NUMBER : 
PAINTER 


Producer: Sinclair 
Memory required: 16K 
Retail price: £4.95 
Language: machine code 
Author: Psion 

Age group: 5-14 vears 


Sinclair have released a new 
range of educational soft- 


| Ware. This game turns outto | 


be a rewarding mathematics 
game using the 'Painter' and 
“Platform” ideas. The screen 
display shows six platforms 
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connected by ladders. The 
player controls a painter who 


| must be quided around the 


screen collecting numbers; 
= ET 
magenta boxes and green 
boxes. When the painter 


| passes over a Dox, pressing 


SPACE will collect the num- 
ber. Those in the magenta 
boxes have a positive or neg- 


| ative value, while those in 
| the green boxes will divide 


or multiply the total. This | 
total is shownat the top right | 


39 





An unusual variation of the painter and pistform gama manages to 


maka education into fun as mail. 


of the screen. On the other 
side is a target figure and the 
aim is simple enough, collect 
numbers to make the total 
equal the target. The initial 
total may be more or less 
than the target, so naturally 
the player must decide by 
how much to add or subtract, 
aiming to collect the appro- 


priate numbered boxes to | 


achieve this. 


An extra sophistication is | 


added through the use ol 
multiplication or division. If 
you have, say, a total of 461, 
then collecting a division box 


| Of 3 will not work, because 3 | 


| is mota factor 01461, and this 
information is promptly 
| displayed, however if the 
player first collects a figure 
| of minus 2, bringing the total 
down to 459, and then coll- 


ects a division box of 3, the | 


total will be divided. 


to make the game more | 


interesting, there are holes in 
some platforms which must 
be avoided. If the painter 
should fall through he is 
| stunned and has to start 
| again. Un the right of the 


| streen, a bucket is slowly | 


hauled up on a rope. When 
| the bucket reaches the top of 
| the screen the given time 
| limit is over and a life is lost, 
| There are three lives. The 

player may select which 
level to start play on, betw- 
een levels 1 to 12, although 
the game will continue bey- 
| ond level 12. On the higher 
levels the game gets progr- 
essively more difficult, with a 
| wider range of numbers and 
mathematical operations, 
and a stricter time limit, One 
of the user-friendly aspects 
tothe game is that each life is 
started after pressing 
SPACE. This gives the plavel 


40 CRASH February 1985 


time to look at the target and 
total figures as well as the 


numbered boxes, and try to | 


plan a route to success, 
Number Painter combines 
an educational aspect with 
game skills in an interesting 
and enjoyable manner. The 
graphics are large, clear and 
bright, with neat animation 
and some amusing between 
level sequences. The game 
Itselfis quite challenging and 
should prove involving for 
younger piayers, 
whether the average 14 year- 


old will think so i5 a matter | 


open to speculation. At 
4.95, it represents good 
value both as a game and as 
an educational tool to hone 
mental arithmetic and for 
use with calculators. 


COMMENTS 


Control keys: A/Z up/down, 
O/P left/right, Bto SPACE to 
paint a number 

Joystick: Kermpston and 
oinclair 2 

Keyboard play: good 
positions and responsive 
keys with the painter moving 
continuously 

Use of colour: fairly simple, 
Dut clearly defined 
Graphics: again, simple but 
clear, with good animation 
on the paintei 

sound: walking effects and 
spot effects for number 
painting 

Skill levels: 12 

Lives: 3 

General rating: an entertain- 
ing and useful game of 
mathematics at a sensible 
price, 


although | 


ESTIMATOR 


RACER 


Memory required: 16K 
Retail price: £4.95 


| Language: machine code 
| Author: Psion 


Age group: 5-14 years 


This is another mathematical 
game in which the plaver is 
expected to be able to recog- 
nise whether the answer to a 
sum is correct or not. It takes 
place on a 3D race track, 
where the plaver drives a 
small car along the road, 
which has four lanes. At the 
bottom of each lane is a 
figure, and below the figure 
Dliocks a question block 


which contains two figures | 


which are being added, sub 


tracted, multiplied or divid- | 


ed. The idea istosteer the car 
into the lane whose figure 
most nearly approximates 
the answer to the sum being 


asked at the bottom. Added | 


excitement comes in 


the | 
form of oil slicks and rocks, | 


both, multiplication, division 
or both. Scoring is by time 
taken (an on-screen clock | 
keeps track) and average 
speeo, 


CRITICISM 


The general concept of 
Estimator Racer is appeal- 
ing, but in play the game 
lacks. The range of sums is 
impressive, and there's no 
doubt that estimation skills 
could be honed up fairly well 
with this program, but poss- 
iDly the lack of playing cont 
ent is against it. The 3D race 
track is interesting at first but 
will soon become repetetive, 
as there are really very few 
features to hold the excite: 
ment, beyond trying ta 
match the figures. Children 
who may have seen their 
elder kin playing games like 
Chequered Flag will feel 
cheated that there are no 
bends to drive around. In 


Mathematics on the race track don't figure as well as they might in 


&inclair's ESTIMATOR RACER. 


which keep you on your toes. | short, a good idea that has 


At each half-kilometre a 
warning beep sounds and if 
the car is not in the correct 
tane it will be stalled. If you 
are in the corrct lane the sum 
will change and require a 
tane change. 

There are four levels of 
play, which refer more to the 
game play than the sums, 
and four cars to choose from. 
Hazards include oil slicks 
which might make the car 
skid and mix up the answers, 
rocks on the road and a night 
driving sequence. 

Before play starts you can 
select addition, subtraction, 


turned oul 
game. 


COMMENTS 


Control keys: A/Z up and 
accelerate/down and brake, 
O/P left right 

Joystick: Sinclair 2 
Keyboard play: fairly 
responsive 

Use of colour: average 
Graphics: average 
sound: continuous, not 
brilliant 

Skill levels: 4 

General rating: good idea, 
sname about the game, 


as à rather boring 





Available SPECTRUM 48K £6.95 COMMODORE 64 £7.95 
NOW for AMSTRAD CPC 464 €7.95 


SOFTWARE STAR is the NEW game launches, advertising, 
game from Kevin Toms, who financial problems and more while 
designed the Software Classic - trying to produce chart 
FOOTBALL MANAGER. topping successful games. 
SOFTWARE STAR allows you to One other thing, SOFTWARE 

try your hand at running a STAR has that gripping 

successful software company. You | Addictive quality that all 

have to cope with staff diospesáéio Kevin's games have! 


NOW AVAILABLE FOR YOUR COMPUTER! 


RESSRESREEE no MANAGER 


MANAGER 


FOOTBALL MANAGER 

15 available for the following 
computers: — 
AMSTRAD CPC 464...,.......... E7.95 
COMMODORE 64 .........0....... ET95 | 
SPECTRUM 48K £5.95 
ELECTRON... Ea . E7.95 

| BBC MODEL B.. É 
ORIC 48K & ATMOS .............. 7 as 


| (soon tor MSX) 
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HUNCH- 
BACKII 


Producer: Ocean 
Memory required: 48K 
Retail price: £6.95 | 
Language: machine code 
Author: Paul Owens, 
Mike Webb, scenic 
graphics by Dave Thorpe 


CRASH got smartly wrapped 
over the knuckles by the 
success of Hunchhack, as we 
hadn't thought it that marv- 
ellous. But because of its 

popularity, the follow up, 
| Hunechback 2, is bound to do 
well. Subtitled Quasimodo's 
| Revenge, you again play the 
endearing 
quest to rescue Esmerelda 
who has once again been 
imprisoned in the Castle 
atronghold (poor old thing). 
There are seven screens to 
battle through, each quite 
different from the others, 
and indeed the game style is 
| quite different from its 
predecessor. 

On the first six screens 
Quasimodo must collect 
bonus bells to reach the foll- 
| dad screen. On the first, a 

simple platform arrange- 
ment, the bells are set into 
the floor and walking over 
them will collect them. Each 
level of the platform screen 
is connected by the bell 
ropes at either end which go 
up and down. Hazards 
| include arrows and firebalis 


which must be ducked or | 


jumped, while on subsequ- 
| ent screens there are bats, 
birds and axes. On the 


seventh screen, which is in- | 


side the castle belfry, the 
working mechanisms of the 
clock threaten him. On com- 
pleting the seventh screen, 
the game retums to screen 
| One with an increased level 
of difficulty. 





hunchback in a | 





CRITICISM 


O Two months ago | was 
tooking forward to the new 
version | of  Hunchback 
Hunchhack 2, andithas since 
arrived, only a couple of 
months late — not bad for 
the software industry. 
Hoping that Hunchback 2 
would be a damned sight 
more playable than its pre- 
decessor, | eagerly loaded it. 


synthesised tune. It soon 
became  apparent that 
Hunchback 2 was not any 
easier than the first one, If 
anything a lot more difficult: 
alt oug the first screen is 
fairly kind and quite play- 
able. Moving onto the 
second sereen though — 
extremely difficult, and it 
took me quite a bit of time to 
work out how to achieve my 
objective. lhave since played 
this game for a couple of 
hours, not getting past the 





' ni E A 


'Iwas met by a rather jolly | 


second screen. k isn't the | 
tricky timing needed as inthe | 


first one but more so that all 
the moving items on the 
screen are linked together 
and you only have the slight- 
est chance on some occas- 
ions to collect a bell, | wish 
Úcean could have had two or 
three skill levels to ease you 
into the game, and this 
woukl have made it much 
more playable, and definite- 
ly more addictive. Those 
who liked Hunchback will 
probably take to Hunchback 
2 very quickly, and seeing as 
the graphics are quite a bit 


The starting screen of Ocean's HUNCHBACK . ft looks daceptively 


| cas, but proves to be a maanhy timed gama. 
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The splendid loading sersen from HUNCHBACK 


better, this will add to the 
ge of an exceptionally 
ifficult game. 


O “Sequeis never seem to 
be as pova as originals, but 
Hunchback 2 has more than 
surpassed the original. The 
graphics are great and Quasi 
is à much better character 
than he was in Hunchback. /n 
fact (l know Spectrum 
owners hate hearing about 
the Commodore but) the 
Spectrum version of this 
game is, in my opinion, 
much the better of the two, 
and it's a og game to 
piay as well lts very play- 
able and addictive, but it is 
the sort of game that's more 
fun to play in groups where 
you've got others cheering 
you on! The seventh screen 
is particularly good as far as 
graphics go, using greys in à 
way seífdom seen on the 
Spectrum, and [once again 
the dreaded words) it actual- 
ty looks like the sort of graph- 
tes you might exp 
on the CBM 64, As it gets in- 
creasingiy difficult | think this 
Volta will have a pretty long 
ife in terms ofappeal 


O Straight off, this is so | 


much better than Hunchback 
because the graphics are 
better and more fun. Also 
there's a great deal more to 
do than leaping to the right 
constantiy while jumping in 
different rhythms because 
the screens are quite varied, 
demanding a different skill 
each time. That said, this is 





t to see | 








stdl primarily a jumping, 
dodging imi 
that should keep players on 
their toes for ages. 
combines enough clever 
elements to make you want 
to go on, and the frustration 
level can be quite high, esp- 
ecially when you are finally 
about to get off a damned 
screen and a slip of timing 
ruins everything. One thin 


| has to be said about the Hall 


of Fame entry system which 
scrolls across the bottom 
using the joystick — it is 
simple, fast and one of the 
best l've seen. | think this is a 
good game which ought to 
do very well." 


= 


n fts E E) 
a «ms E | bo 
COMMENTS 
Control keys: user definable, 


four needed with fire for 
jump 


Jo : Kempston, Protek, | 


AGF, Sinclair 2 


Keyboardplay: very respon- | 


sive, simple to control 

Use of colour: very good, 
clean and bright 

Graphics: large, smooth, fast 
and varied 

Sound: good 'synthesised' 
tune, otherwise not very 
much during play 

Skill levels: 1 

Lives: 5 

Screens: 7 

General rating: very 
playable, addictive and an 
improvement on the 
original, good value. 


Use of computer 87% 
Graphics 89% 
Playability 83% 
Getting started 89% 
Addictive qualíties 80% 
Value for money 83% 
Overall 85% 


Much later on, and Quasimodo is still lesping, clinging and ducking as 
Esmeralda crios for help and avraíts her rescua. poda "a 
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* Skyranger - 
patrol the air 
between the 

skyscrapers and 

make the city a safer 
place to live. 3D like 
you've never seen 

Before, showing what a 

jectrum is really capable 

of with the right 


Skooldaze - 
the game that 
has everything - 
excitement, drama, 
comedy, tragedy, 

catapults .. . join ou 


programmer. 
hero on a madcap rom. | 
with your favourite [Ts 5.95 
characters - the wicked 
headmaster, the nutty professor, 
the anclent history master (the 
history's quite old, too!) and, not Wheelie - 
forgetting the swotandtheschoo! | ae do À in February the CRASH magazine reviewers 
bully E” WE thought this was one of the most addictive 
Speech bubbles, amazing Tr. e “ games ever. At a rough guess |'d say they were 
animation, great graphics. addicted to this game. 


; E5.95 E5.95 


All for the 48K Spectrum. 

Available from all good computer shops. 

or direct from: MICROSPHERE COMPUTER SERVICES LTD, 
72 Rosebery Road, London NÃO 2LA 
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GIFT FROM THE GODS 
COMPETITION 


1. What is the company name of 
the programming team who: 
wrote Gift From The Gods? 

2. John Gibson is one ofthe 

programming team, what 
famous software house did he 

work for before? aa 

3. What's so special aboutthe way 
the joystick is used in Gift From 
The Gods? (We're looking for 
“one descriptive word). 


Ancient Questions 


4. What relation is Orestes to 
* Electra? E 
5. Orestes is given the sword of 
the ancient hero Ajax who 
received itfrom Hector after . 
which war, À) The PunicWar.B) 
The Trojan War, C) The Battle of 
Philippi? TAM 
Euclid was a well known Greek 
figure, was he A) a sculptor, Bla 
poet, C) a mathemtician, D) a 
warrior? DEE 
7. Who was the chief Godofthe 
ancient Greeks, wasitA) 
Hermes, B) Apollo, C) Zeus, D) 


“ Hades? : 

8. An Oracle is A) a soothsayer, B) 

a wine goblet, C) a small wattle 
boat? 

9. Inthe game Orestes is given 
the 'Tears of Icarus”. How did 
Icarus meet his death, A) by 
being stabbed in the back, B) 
by swallowing poison, C) by 
crying himself to death, D) by 
falling from a great height. 
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We have 50 copies of Ocean's 
newest game which CRASH 
readers can win by answering 
some incredibly tough questions! 


But first, a word from our Sponsor! 


There's a full review of GIFT 
FROM THE GODS in this issue, so 
one or two of the questions can be 
answered by gleaning info from 
there. As to the rest, you Ilhave to 
be armed with an intensively 
detailed knowledge of the ancient 
world in which this game is set. 


GIFT FROM THE GODS 
normally retails at £9.95, so this 
competition represents good 
value if you should win a copy, 
especially as the game itself is 
practy big and involving. The plot 

ollows the trials and tribulations 
of Orestes as he attempts to solve 
the riddle of the Guardians' 
Chamber, avoid some nasty (and 
very animated) monsters and 
protect his dear sister from their 
evil mother. It's the very stuff of 
drama! 


[ 
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ZONE 00 


Producer: Allanson 
Computing 

Memory required: 48K 
Retail price: £5.50 
Language: machine code | 


Allanson claim that Zone 00, 
unlike many others, is not 
based on a single theme. 
| You battle your way through 
| -a fantasy world opposed by 
enemies from every facet of 
human experience, both real 
and imaginary, all assem- 
bled in the computer matrix 
that is the zone, 

* There are 20 stages start- 
ing with octopi pursuing you 
around wrecks of ships on 
the sea-bed. As you progress 
there are different nasties in 
different settings. Basically 
each screen has objects 
dotted around that act as 
obstacles, like the ship- 
wrecks on screen one. The 
nasties perambulate around 
randomly chasing you. You 
drop bombs behind you and 
then detonate them when a 
nasty passes over a bomb. 
To progress to the next stage 
vou must kill off a set 
number of enemies before 
the severe time limit runs 
DuUL. 

Allanson believe that Zone 
00 is the most challenging 
arcade game produced for 
the Spectrum so far and 
doubt that anyone will be 
"able to master the game 
"before Christmas 1985, A 


apt competition is | 


eing run with the game with 
Master of the Zone' T-shirts 
and a telephone hotline to 
keep prospective winners in- 
rormed of competition 
| progress. 


CRITICISM 


O “| don't really know what 
to class this game as. | dont 
think I've ever seen a game 
quite like it before. | didnt 
really enjoy playing it mainly 
because the bomb control 
was so hard to use and un- 
responsive, 
there was not much to do in 


the game itself. My other 
main nag was with the sound | 


which was okay for about 30 
seconds, but after that it 
started to drive me up the 
wall. Apart from that, | found 
one 00 to be quite playable 
and strangely  addictive. 
Each screen is different to 
the last, | liked the graphics 
which were quite well 
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and because | 








A typical scrsen from 
animated even if they did 


were close to something 
else. 


O “fi must be said that this is 
a ide game, the object 
ist ditttcult whatsoever, as 
a matter of fact anyone could 
do it, The difficult part comes 
in Decause you are playing 
against the clock and with 
onty one life. The casseite 
inlay doesn't give you any 
really useful! information at 
all to be able to base your 
play against, so at first you 
blindly drop bombs and try 
to kill your oponents. ! played 
the game for half an hour 
without! getting off screen 
one, | just got totally frustr- 
ated and annoyed with the 


| game. But then | completed 


screen one and quite a few of 
the following screens came 
very easily. The only element 
that comes up against you 
once you have got used to 
the game is the intense time 
Tactor and only this makes 
the game difficult. Graphics, 
to say the least, are different, 
quite. interesting, but don't 
really add much to the game. 
| get the feeling that | should 
not recommend this gameto 
anyone even though prizes 
are given for completion or 
partial completion as an 
incentive. ! am sure ! can 
think of many other games 
for the price that are worth 
buving instead ofthis.' 


O | was reminded of Sincl- 
aims Eric and the Floaters, à 
similar idea to this, using 
remotely detonated bombs 
to kill off monsters. Zone 00 
is much simpler, however. 
The graphic characters are 
often familiar, Sinclair's own 
Horace among them. The 
main interest comes from 
seeing a different screen, but 
the idea remains firmly the 
same throughout, and oddly, 


later screens seem easier. It | 
is a bitof a cheat sometimes, | 


because on those screens 
that are very open (not many 


obstacles to create a maze | 


Allansan's ZONE 00 seas our haro battling 
against wrecked sailing ships and octopusses [or —pi if you prefer). 


| path) the random movement 
tend to disappear when they | 





of the aliens means that the 
chances of blowing them all 
up before the time limit runs 
out is remote. So luck and 
not skill plays the main part 
of this slightly unusual but 





Graphics: large, but 

jerey and slow, they look 
compiled 

Sound: quite good 'arcade' 


aro uninteresting type eff ect, but gets 
gta ao irritating, no 
| | on/off facility 
COMMENTS Skill levels: 1 
Lives: 1 
Control keys: 5/V up/down, | Screens: 20 
1/2 left/right and 6to drop General rating: average. 


bomb and explode 


Joystick: none Use of computer | 40% 
Keyboard play: quite Graphics 52% 
a Rue but notatall well | P| ayability 47% 
aid ou Hi 

Use of colour: varied from Faria Meguciped prio | 
screen to dali cana ne V dl for a on Fa 3%, 

nteresting within e | | 

bio ing within eac Overall 45% 





Producer: P.8.S. 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Paul Hutchinson 





Yes, it's down to you again, 
this time you really are the 
very last survivor, in fact you 
are XAVIOR! H vou think 
XAVIOR sounds a bit like 


SAVIOUR, you might be | 
right, because that's what || 













you are, the saviour of your || - 


race. In a vast subterranean 
complex  beneath 
planet the constituent sect- 
ions of the DNA which, when 
combined, form the vital 
chain that enables your 
people to thrive once more, 
have been scattered about. 
The rec take the shape of 
small red wiggles. In some 
rooms there are blue globes 
to be collected which allow 

ou to open doors and fire. 

We power is essential! The 
complex is huge, 
rooms to be precise, and 


| they are inhabited by as 


many as 256 different appar- 







YOU T= 


Hions which materialise as 
soon as you enter a room. 
Contact with any of these 
apparitions is fatal. As the 
DNA pieces are collected, 
they are automatically linked 
up. On collection of the final 
piece of DNA the genetic | 
chamber has its doors | 
revealed and you must enter, 


| destroving the nasties will | 
4096 | 


ensure the survival of vour | 


| FACE. 


The screen is splitup into a 
square playing area, with the 





walls of the rooms taking up 

uite a bit of the space. The 
à bi are set into these 
walls, blue before exit is per- 




















ing. Once à room has been 
cleared of monsters 1 
remains so, allowing free 
access to it again. 
| right is the status board 

which informs you of how 
many clones" you have 
remaining, whether an orb 
has been collected and what 
vou are allowed to do with it, 
DNA pieces linked, bugs 
' purged and the amount of 
unused orbs. 





One of the thousands o 
indian-liãe 


CRITICISM 


O 'Xavior with its 4096 


occupied for hours. After 
playing it | decided that due 
to the general routine of 


being very similar, the game 
was not very addictive. The 
graphics were smooth, but 


mitted, left black after open- | 


n the | 


f idontica! rooms from KA 
hero fighting his way through tons of 


rooms plus 256 creatures | 
sounds like it will keep you ' 


rooms and monsters all | 


because the clone is so large 
you tend to have difficulty in 
moving about avoiding crea- 
tures. This is no bad thing, as 
without this the game would 
be boring. lt's very well pres- 
ented but there is not| 
enough variation.” 


these days, high content is 
"just as important. | must say 

that erther the game is very 
simple (that is, not easy 
playing) or [ must have 
missed a very large point of 
the game. A goo6, but conf 
using shoot em up, watch 
the tune — it drives you 
mad! 





























O Different to say the least. 
Xavior, who looks like a Red 
Indian to me although he's 
actually yellow [but no 
coward), has to collect DNA 
to save his race — where 
have | heard this before? 
This game is played in a 
small part of the screen, why 


O There seems to have 
been a drive recently to 
provide us with “complex 
games that contain thous- 
ands of locations. While this 
sounds impressive and can 
even be fun, the problem 
| with such games is that the 
locations are all very similar 
É not identical. Such is cert- 
ainly the case with Xavior, 
where there is little to distin- 
quish between one room 
and another. That apart, the 


espite the size of the 
moving characters and the 
tiny playing space, the prog- 
ram is very kind in allowing 
vou to hit aliens easily and 
does not kill you off at the 

| merest contact. Good look- 
Ling graphics, annoying 
sound, a reasonable shoot 








VIOUR with the red 


BATTLE 
CARS 


Producer: Games 
Workshop 

Memory required: 48K 
Retail price: E7.95 
Language: Machine code 
Author: SLUG 





| don't know, perhaps they 
have tried to confuse the 
players with many moving 
objects in a small area. 
Xavior is quite well animated 
— fairly detailed as are all the 
graphics in this game. Every- 
thing moves very well at a 
nice pace. However, the 
game seems to lack in 
content, just mere shoot em 


SLUG is a programmers co- 
up skilis won't sell a game 


operative and Battiecars is 
from an idea by Games 
Workshops” lan Livingstone, 
ideas man, | incidentally, 
behind the Fighting Fantasy 
Books and omark's 
 Eureka!. lt is sub-titled The 
Game of Deadly Driving and 
hovers between being a 
strategy game and an arcade 
game for one or two players. 

After loading you are faced 
| with a menu gd 1 
Circuit, ? Autodrome, 3 Slug 
City, 4 Car Design and 5 Load 
Car Code. There are three dif- 
ferent arenas for battle, 
selections 1 to 3. Às a solo 
player you can build up your 
skills by racing against the 
computer controlled car on 
the circuit and then test your- 
self in combat against the 
computer in the Autodrome. 





' Screens: 4096 


Roe is quite playable, for | 





em up, but in the end a bit 
boring as well. 


COMMENTS 


Control keys: user definable, 
four direction and a fire 
needed | 
Joystick: Kempston, Sinclair 
2, AGF, Protek 

Keyboard play: very 
responsive 

Use of colour: good, very 
colourtul 

Graphics: fairly smooth, 
very large and detailed 
Sound; spot effects with 
tunes 

Skill levels: 1 

Lives: 3 


ijal features: Currah 
Icrospeech 
General rating: above 
average to good. 





Use of computer 79% 
Graphics 714% 
Playability | 67% 
Getting started 70% 
Addictive qualíties 64% 
Value for money 11% 
Overall 71% | 


The third option is the reál 
battle, a fight to the death 
against another real player in 
any of the battlegrounds. 

In this game you can 
design your own cars and fill 
them with the weapons of 
your choice. Each weapon 
pod can take only one type of 
weapon but carry a certain 
number of rounds. Machine | 
guns can take up to 16 
róunds, Shells can take up to 
8 rounds, Missiles up tó 4, 
Flame throwers up to 4 and 
Lasers up to 4 rounds.| 
Accuracy depends on range, 
since the target is always at 
the centre of a 15 degree field 
of fire and the shot can go 
anywhere within that angle, 
so the nearer you are, the 
more likely it is you will score 
a hit. If you have a gunnery 
computer on board, the 
angle of fire is reduced to 
about 10 degrees, increasing 
accuracy. 

Each car has six steering 
functions, four fire functions 
and throttle and brake, so the 
box comes complete with a 
keyboard overlay for each 
player. Steering is in 45 or 90 
degree increments left and 
right as well as driftto the left 
and right. Firing, depending 
on the weapon selected, is 
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TE Eqiew? À 


controlled by firing either the 
left, right or rear weapons 
pod. The amount of pods 
you have and the weapons 
carried depends on the type 
of car vou choose. This is 
done through the Car Selec- 
tion menu. À choice of eight 
cars is available incorporat- 
ing three engine sizes, 
| Chassis sizes and weights, 
wheel sizes and other varied 
factors. At this time, the type 
| Of car for the computer can 
be selected, and it's wise to 
cheat at first! 

Both cars may be selected 
as computer controlled, in 
which case you will be given 
a demonstration. 


The Circuit is loaded with | 


the start of the program, but 
the other two scenarios each 
have their own program to 
be loaded when vou are 


allocation of money that has 
to take into account the cost 
of weapons as well. It's the 
ultimate Mad Max game! 
- The screen display is split 
into two halves, left and 
right. At the top of each half 
15 the playing area square for 
each car. This scrolls in all 
directions with the individual 
car, showing details of 
landscape or  cityscape 
through which vou are 
driving. When the two comb- 
atants are alongside each 
other, the two screens show 
the same view. Below the 
playing area is a diagramatie 
view of each car showing 
weapons and damage, 
which 'toggle' between the 
two every timevyou fire or are 
hit. It can be manually tog- 
prod whenever you wish 
owever, There is also a fuel 
gauge, and refuelling can be 
done at any of the garages 





you may find, although while | 


this is taking place you may 
be very vulnerable to atack. 
Between the two players' 
displays is a radar map 
showing the relative posit- 
ions of both combatants. 
Battlecars contains many 


| Strategical elements which 


must be taken into account, 
and add greatly to the poss- 
ible complexíties of the 
game. 


CRITICISM 


O Thisis a game of skill and 
strategy which | feel has 
great potential, although | 
wonder whether Games 
Workshop have done 
enough with it. The graphics 
are good, although the 
sound is poor. It might have 


| been logical to assume that 
ready. Another program, the 

Designer, will allow you to | 
redesign your car, with an 


after designing a car, the one 

ou played with would look 
tke dt, but this isn't the case. 
The game itself is pretty 
good, but it didn't quite live 
up to my expectations 
because there are too many 
control keys, especially for 
ata É And by having so 
many facilities on the car 
meant that the game was a 
jack of all and master of 
none. 


6 “This must be one of the 


wierdest games | have 
piayed for an exceptionally 
long while. | cannot really 
say that | understand it even 
after playing it for an hour. 
Okay, yeah, we all know 
what to do with the 
computers car — give as 
much damage to it as 
possible. This does pose 
some  tricky problems, 
seeing as the computer con- 
trolied car is à computer car it 
usually thinks ten times as 
fast as you do, but being à 


Tha car designer scrvan from BATTLECARS. 
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for one or two 





The two-sersen layout of BATTLECARS, a mechano-role playing game 
players. Hare wa ara in ps des ca 





computer he lacks cunning 
and skill. You can choose 
your car or design a car, but 
whatever, vou still need to 
have your wits about you. | 
must state that there is an 
odd steering arrangement. 
Why on eanh didn't they 
have two keys which could 
continuous!y control the car? 
An excellent example of this 
is Uitimate's Tranz-âm. A/- 
though, saying this, the keys 
which are provided do have 
a very g00d response but 
doesn't quite make up forthe 
odd arrangement. There 
doesn't seem to be much 
going on in this game, which 
is not to say that there's a 
lack of content though. One 
thing | missed' is that there 
doesn't seem to be any clear 
cut winner às defined by the 


computer with the exception | | 
of a quit button, which stops | 


play at that point in time and 


tells you how much damage | 


is done to each car, the one 
with the least amount being 
the winner. | am sure I've 
missed something in this 
game, and | am sure there is 
more to it, but just can't get 
into the game at all. Perhaps 
after four or five hours play, 
objectives, skill factors will 
become crystal clear. 


O lt isnt all that easy to 
review Batilecars in a short 
space because this is a com- 
plicated game, not so much 
to play, but to getinto. At first 
it seems complex, then when 
vou play it seems easier than 
you thought, then you real- 
ise that it is the sort of game 
to play over a long period, 
reshufiling strategies and 
settling on the type of car 
and weapons vou prefer 
best. Playing against the 
computer is onky half of it, 
because the computer is a 
somewhat unthinking 
opponent, good, but unorig- 
inal. Playing in two makes 
the real difference and turns 
Batilecars into a thrilling 


| | experience in which you can 


eventually become quite 
lost. The  unnecessarily 
complicated steering is a 





handicap at first, although 
vou do become used to it, 
and then fairly sophisticated 
movements are possible. 


Perhaps the biggest draw- | 


back is that it really requires 
two well-matched players to 


get the full potential out of | 
unusual | 


this highly 
program. 





ÚAMES WORKSHOP 


COMMENTS 
Control keys: OQ and U/R and | 


P 90 left/right, land 7/4 and 
O 45 left/right, 2 and 8/3 and 
9 drift left/right A,S,Z,W/J,K, 
Mal for weapons pods 
Joystick: you must be 
kidding! 

Keyboard play: complicated 
but very responsive 

Use of colour: not much 
Graphics: generally small, 
though detailed 

Sound: not much, firing spot 
effects 


Skill levels: depends on play . 


selection 

Lives: percentage of damage 
Screens: three scenarios 
General rating: mixed 
opinions, definitely unusual, 
and a g900d game for 
strategy enthusiasts who like 
some arcade skills thrown in. 


Use of computer 52% 
Graphics 65% 
Playability 67% 
Getting started 709% 
Addictive qualíties 69% 
Value for money 70% 
Overall 66% 





| 

































Bristles, outrageous ada 
pa dazzling game play, testing quick. 1 
ANA reactions, concentration, logic) 
ar n and strategy, it is mind (and. 
vi joy-stick) boggling!! Featuringi. | 

? Sex-Select, you can choose either! 
boy or girl paintersd. | 


Bristles features different gar E | LR) 
screens and skill levels for eachiis 2 ques 3 
buliding. Scramble to paint the Ro 
entire building while avoiding 
the smart Bucket Chucker, Dumb 
Bucketg and flying Half-Pints. | 7 
| Take the lifts, climb 
R the stairs and watch out 
for the caretaker's: 
daughter; she puts her | 
hand prints all over the 
place! Then there's- 
prizes, candy canes, 
“Invisible paint”... 







With fully animated characters, 
(music) sound effects, multiple 
screens and beautiful graphics, 
you can't help but want to add 
Bristles to your collection of 
Spectrum games. 


&1"99 






| É | The pinciair in 48k 


Producer: Ocean 
Memory required: 48K 
| Retail price: £7.95 


Language: machine code N 


Author: Jon Ritman & 
Chris Clarke 


Match Day is a 3D football | 


game played on a marked-- 
Out soccer pitch and features 
| animated players and a 
| Bouncing ball. It may be 
played by one against the 
computer or by up to eight 
players in a knock-out comp- 
etition using a 2-joystick 
interface or the keyboard, 
The pitch is viewed from 
above and to one side in per- 


continuously to centre the 


action. Each team has its | 


own coloured strip, and the 
players are operated by the 
computer on a logical basis, 
mimicking soccer tactics. 
The player controls the char- 
acter in control of the ball, or 

the one who is in the best 
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position to tackle. Most 
soccer skills such as tackling, 
dribbling, passing, heading, 
blocking or trapping. The 
controlled player is indicated 
on screen by the fact that his 
socks change colour to 
match the rest of his strip. 
Set pieces such as corners, 
centres and goal kicks can be 
performed with three levels 


| of kicking strength. 
spective, the screen scrolling | | 


After loading the game 
ou can set the time of play 
or 5, 15 or 45 minutes each 

way (extra time is automatic 
if there is a draw). At this 
time it is also possible to 
select on of the three skill 
levels (for solo games 
against the computer). 
Names of teams may be alt- 


A a or ae DA ço 1 A ta e] e O o a m 
) Be RT que Bos EM cu RD 
Ray RR PES RO Sr 
E) 
4 ! 


ered to suit the players” inc- 
linations. On top of that it is 
possible to alter the team 
colours, the background 


| Playing colours and that of 
| the border to suit individual 


taste. The main menu 


| options are readily access- 
' Ible between each game and 


are even offered at half time. 
The colour change menu 
takes you to a screen with all 
the elements displayed in 
large characters so you can 
see the effect clearly before 
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deciding. | 

The game comes accomp- 
anied by a 12 page instruct- | 
ion sheet with comprehen- | 
sive details of both the 
features in the game and 
how to play it. 


CRITICISM 


O “Match Day is Ocean's 
answer to Commodore's 
Intemational Soccer and 
(besides having  simpler 








graphics) this new Spectrum 
version is much the better. 
Offering 
including fully redefinable 
| o it is a much more play- 
able game. The graphics are 
good and there aren't many 
attribute problems, which 


superb options, | 





lence and fouls [mind you on 
occasions the | players 
seemed to be giving each 
other some nasty looks). The 
switching from player to 
player that'is controlled as 
the ball enters that area, |. 
very good. Dribbling, pass- 












































there were in World 
Football. This game “sports 


many 


Soccer s features 
bouncin 


goalies 


other 


& “Ocean's Match day is by 
far the best football game 
There are others 
| about which are quite good, 
but this one has the best | 
graphics, 
atmosphere. Due to its play- 
ability it is surely going to be 
as big a seller as Daley 
Thompson's 
Match Day /s very authentie 
in actual game play, but 
leaves out several less desir- 
able elements like crowd vio- 


about. 















which you can con- 
trol for once). Match Day 
must be the definitive foot- 
ball game for the Spectrum 
and after seeing it, it puts all 
Spectrum 
games in the shade. This is 
the one to get! 





ing and other essential real- 
istic features are all well 
“done. Ocean have produced 
a great sports simulation 
which | would strongly ree- 
ommend to everyone.” 


O 'There are few attempts 
made at active football 
games Earlier  attempts 
have been quite good but 
none have been as good as 
this one. So much detail has 
been packed into this game 
and it has an almost fool- 
proof front end. Graphics are 
of a nice size and well drawn, 
detailed. The animation is 
pretty good although the 
way the players run is a bit 
odd in the sense that they 
seem to put their feet down 
very definitely and almost in 
a robotic-like manner, but 
this doesn't spoil the char- 
acter of the game. Such is the 
detail that attention has been 
paid to every point, for 


Cup 


International! 
like a 
ball and diving. 


of 


ootball 


playability and 





Decathlon. 








ed Cylon Attack 


Alien Spaceships (O.K, so what's new!) An F have updat 
mprove the 


(a very sought after game) so popular that A'n'F had great difficulties to | 
game, but they have done it. Cylon Attack is now in isometric Es 
perspective. Imagine playing new Cylon Attack in 
isometric perspective (3D). £5,75 e 


NEW FOR SPECTRUM ; õ | 










ANOTHER RIVETING GAME 
FROM A'n'F 


SPECTRUM 48k— Other games available: 
Chuckie Egg —£6.90, Alpha-Beth £5.75 






A&F Software, Unit 8, 
Canal Side Industrial Estate, 


Telephone: Rochdale 341111 


































Woodbine Street East, Rochdale OL16 5LB 
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| example the crowd 
constantly move up and 
down in different rhythms, 
and there is a shadow of the 
ball which increases and 
decreases in size depending 
on what height the ball is at 
which all adds to the 3D illus- 
ion. One feature | liked about 
this game is that you can 
alter the playing colours, not 
only on the players but also 
on the border and the pitch, a 
very useful facility. This 
game will probably appeal 
most to foothballing fans but 
| nevertheless a very difficult 
game to win. 


BLOCK- 






Producer: Macsen 
tido RN 
Viemory required: 

Retail price: £7.95 
Language: machine code 


Not long ago we reviewed a 


known Central TV quiz show, 
which was released by 


this was not properly 
licensed and Compusound 
have been forced to 
withdraw it. The version 
under review here is the 


En as that released by 
ompusounad. 

The 
enough known notto have to 


two players attempt to beat 
Bach other across a matrix of 
hexagons in a 4 by 4 shape. 








BUSTERS 


ame based on the well | 


Compusound. Unfortunately | 


official one. It is not the same | 


ame is surely well | 


describe it in detail. Basically | 
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COMMENTS 


| Control keys: user definable 


Joystick: almostany via 
UDK, but would have to be 
Sinclair 2 for two-handed 
play, unless keys program- 


| med separately 


Keyboard play: very respon- 
sive, and programming 
system makes for easy 
control of players 

Use of colour: excellent with 
definable characteristics 
Graphics: very good, realist- 
ic animation from all charac- 
ters and everything is large 
and clear 

Sound: good “Match of the 
Day' tune, but not much 
during play except whistle 
sounds 

Skill levels: 3 in solo game, 
otherwise depends on skillof 
real opponents 

General rating: a first rate 
sports simulation that 
requires several skills and 
offers plenty of playing 
options. Excellent value for 
money. 


Use of computer 889% 
Graphics 84% 
Playability 86% 
Getting started 91% 


Addictive qualíties 85% 
Value for money 
Overall 





Each hexagon contains a 


letter of the alphabet. The | 


layers take turns to select a 
atter, at which point a quest- 
ion appears at the bottom of 
the screen, the initial letter of 


| velling out answers. 
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ea = ES 
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the answer being the select- 
ed hexagon letter. Either 
player may interrupt and 
answer it against the time 
limit. A successful answer 
results in the hexagon being 
coloured in the player's 
colour. The first to blaze a 
trail right across the playing 
space trom top to bottom or 
from either side is the 
winner. 

A set of questions is auto- 
matically loaded with the 
game, but there are other 
question sets on tape which 
will be loaded if requested. 
Players may select from nine 
difficulty levels and ón a 
series of games from 1 to 9. 


CRITICISM 


O 'lt's bestto play this game 
with only two people in the 
room as the others cant 
resist joining in and they 


|| always know how to spell 


better than me and always 
help my opponent. The 
graphics are as good as you 
would expect on this type of 
game and you cant hear the 
sound for the other people 
is is 
quite a good game that tests 
your spelling and vocab- 
ulary. It turns out to De quite 
addictive, although it rather 
depends on who you're play- 
ing with.' 


O “This has to be one of the 
most fun and addictive edue- 


ational games on the market | 


where the entire family can 
join in, but in only two separ- 
ate groups. It does seem to 
have a massive vocabulary, 
and I've yet to see a repeat 
question. This does have a 
distinct advantage in givin 





cho the 


the player a considerabis. 


variety of questions. Screen 
layout couldn't really be 





Idon't think we're giv much away by saying tho answer's ROCKET 
| dido + nai aj. ey : : | 


better, everything is precise, 
bold and clear. Overall, ifyou 
enjoy the TV series you'll 
love this game. Well worth 
the money. 


O “Here we have an 
example of a game where 
the computer is a very 


suitable medium. The game 


15 good, not because of the | 


program (which seems like a 
very good one) but because 
the original game idea as 
seen on TV is enjoyable. The 
result is a compelling home 
computer game where the 
utilitarian graphics work well 
and the sufficiency of quest- 
ions make for plenty of play- 
ability. Good family enter- 
tainment value, with 


TV programme of not having 
that horrible little mam in 
your sitting room.' 


COMMENTS 


Control keys: A and L for 
interrupt keys, general 
inputs 

Keyboard play: 
responsive, fast response 
time | 
Use of colour: sensible 
rather than exciting 
Graphics: hardly applies 
Sound: good tune, entry 
beeps and warning signal 
Skill levels: 9 

General rating: excellent 
family entertainment and 
a good two-player quiz 


game, good value. 

Use of computer 80% 
Graphics N/A 
Playability 88% | 
Getting started 78% 
Addictive qualíties B3% 
Value for money 80% 


Overall 82% 


the | 
added advantage over the | 





(DON'T LOOK UP. 





S JINMER 
RESOFT 


“IT'S SUPER MUTT! 


Watch Super Mutt wing his way 
to the Isle of Dogs to rescue his 
chum. He'll need your help to 
lead him through his fantastic 
adventure, so pad round to your 
local shop, and collar your dealer. 
If he's out of stock let us know - 
we'll bite him! 





Silversoft Ltd., London House, 271/273 King Street, London W6 9LZ 01-748 4125 
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GIFT 
FROM 
THE 
|GODS 


Language: machine code 
Author: Denton Designs 


One of the happier notes in 
our article last month on the 
crash of Imagine, was that 
megagarnie programmer 
John Gibson was working 
with a brand new software 
company called  Denton 
Designs, largely financed by 
Ocean. Gift from the Gods is 
their first game (they are 
now busy on Frankie Goes to 
Hollywood), and the team 
who created it is John 
Gibson, Karen Davies and 
Steve Crane (graphics), sys- 
tems designer Kenny Everitt 
and graphics artist Ally 
Noble. 

Gift from the Gods is a 
multi-screen strategy/ 
adventure game which is 
joystick driven in a rather 
novel way. More of that later, 
first the storyline. Set in the 
Palace of Mycena in Ancient 
Greece, it follows the trials 
and tribulations of Orestes 
who, under the directions of 
the Gods Zeus and Apollo, 
must avenge the murder of 
his father, King Agemem- 
non. Orestes must fulfill his 
destiny by trial in the Labyr- 
inth beneath the palace and 
find the solution to the puz- 
Zle, or perish in the attempt. 

Hidden in 16 special rooms 
are objects, known as Euclid- 
lan  shapes,  geometric 
designs based on triangles, 
circles and squares; six of 
which, when correctly posit- 
ioned in the Guardian's 
Chamber, 


reveal the exit. 


Orestes has some help from | | 


his sister Electra, who has 
been imprisoned in the 


| Labyrinth, and she can guide | 


him to where the shapes are 
hidden, but Orestes has to 
| decide himself what shapes 
| he must take to the Guard- 


ian's Chamber. lIllusionary | 
| creatures created by the. 


| Demi-Gods try to sap 
Orestes strength, but in 
certain rooms, life-givin 


water drips from the roof, 
replenishing energy and 
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A puff of talcom powder indicates that Mother has this way been. 








stamina. The Demi-Gods 
nave also created illusory 
Euclidian shapes as which sit 
beside the real ones, and al- 


though these do not fool | 


Electra, she isnt always 
around to help. The other 
problem às his mother, 
Clytaemnestra, who 
learned of his task and has 


enetered the labyrinth to kill | 


Electra. 


fly and protect himself with a 
sword, All these functions 
would  normally require 


loads of controls, but GÃ| 


rom the Gods has an innov- 
ative intelligent” joystick 
feature, which effectively 


“knows” what you wantto do 
next. Whether it 
“knows 


really 
5 another matter, 


A monstrous pile of snake-filed skulis, lears at Orestos. 


has | 





but depending on the 
circumstances vou are able 
to walk, fly or fight all from 
the four directions of the joy- 
Stick. 

The screen display is eleg- 


the labyrinth is decorated in 


appropriate Greek style. ltis | 


possible to walk or fly vertic- 
ally or horizontally between 


| linked rooms. As Orestes dis- 
Orestes is able to walk or | 


appears from view, there is a 
fast scroll to the next room 
into which he then appears. 
Some rooms are blocked by 

urpte walls, through which 

e cannot go. Others have 
doors in them, and when 
positioned correctly, Orestes 
may move through them 
either into other rooms or 
into the secret hiding places 





mrhich is the real one, and mich are tha ilusions? 


bi simple. Each room of | 
a 





of the Euclidian shapes. The 
only other detail is the stam- 
ina figure and a scrolling 
message line where Electra, 
Apollo and Zeus may talk, 


' The labyrinth is a confusing 


place but Orestes may take 


| some small comfort from the 


seven Tears of Icarus which 
he carries. Dropped sensibly 
these can help mark his pass- 
age, but wicked Clytaemnes- 


tra is likely to pick them up if | 


she comes across them. 


CRITICISM 


O 'lhaven'tseena game like | 


Gift from the Gods before, 
with the possible exception 
that graphically and some- 
times in feeling there is a 
touch of Alchemist to it. 


' However, where Alchemist 


was pretty easy and shallow, 
Gift from the Gods is more 
detailed and complex. The 
game is simple enough, but 
getting anywhere with it is 
another matter. | liked the 
pace, which is slow, but in a 
thoughtful way, and | liked 
the way the complexíities of 
the game grew as | played it. 
A4 first it seems-there is little 
to do except walk or fly from 
room to room, but the labyr- 
inth is huge and confusing. 
It's a game to map as you go 
along or you'll soon lose 
your way. The shapes you 
have to collect are often 
false, illusions created by the 
Demi-Gods to confuse you 
further, and the reason for 
attacking the monsters, 
which can usually be avoid- 
ed, becomes apparent. By 
destroving the illusion, the 
llusory shapes are also 
temporarily destroved. The 
graphics are excellent, esp- 


ecially the character of 
Orestes, who moves 
convincingly — | especially 


liked the way he adopts a 
Greek tragedian's pose after 
stunning himself. The joy- 
stick/keyboard selection 
menu is not accessible after 
choice, a drawback which is 


'“thoughtfully mentioned for 


once on the intay card instru- 
ctions. Gift from the God's is 
a highly unusual game, 
definitely more adventure/ 
strategy than arcade, but you 
can have fun with the monst- 
ers and the dual action 


| sword. 





O Gift from the Gods is 
without doubt the best game 
that has ever come out with 
Imagine connected some- 
where to it. The graphics are 
very good and the animation 

















of the various monsters and 
yourself is excellent. The 
game is colourul and the 
overall presentation is 
marvelious. Gift from the 
sr is fun to play and, offer- 

challenges to players of 
al sorts — you don't have to 
be an arcade wiz to get from 
room to room, but you have 
to be quite good at games if 
you want to complete the 
game. The only thing that 
really lets the game down 15 
that its a bit expensive, 


though it does come in a very | 


| attractive box. Overall Gift 
from the Gods is a very good 
game at a steep price.” 


O “This somewhat stylish 
 arcade/adventure has more 
of the adventure than the 
arcade in it. The market for 
arcade/adventures seem to 
have  expanded a Jo 
recently, whether or not this 
has been due to the pre-- 
Christmas rush to get 
products onto the market, so 
[there seem to have been 
more, or whether it's dueto a 
genuine desire for different 


O ss 








ta nah avingohosts, Orestes takes to the airthankful for his GIFT FROM 





and more complex games, | 
don't know. Finding the 
Guardian's Chamber is the 
first trick. |t isn't easy. When 
vou do find it, you realise its 
refreshing in more than the 
trees that line its sides, it also 
replenishes all your stamina 
— q bit quicker than standing 
under a dripping roof filling 
up. There are six receptacles 
in there, all warting for the six 
shapes you are going to 
bring — hopefully. Finding 
your way back to it when 
you've collected the first 


shape with Electra's help is | 
the second trick! Your mum | 


is not really seen, and the 
murder of Electra at her 
hands, should you let that 
happen through inattention, 











IS mercifully done out of 
sight. The only way you 


| know that she's slinking 


around the place is by the 
puffs of talcum powder she 
trails behind her — extreme- 
Ps eia Gif from the 

od a  curiously 
a “feel o it which is 


“hard to describe and | would 


unreservedly recommend tt 
to anyone, were it not for the 
high price. If you can afford 
It, get it 


COMMENTS 


Control keys: top row — fire, 
second row — up, third row — 
down, alternate keys bottom 
row left/right 





 Skilllevels: 1 


Overall 


Joystick; Sinclair 2, Kemp- 


ston, Cursor 

Keyboard play: very 
responsive, with sophistic- 
ated control possible, clever 
use of fire tostop movement, 
pick up/drop and fight. Eight 
direcional movement 

Use of colour: excellent 
Graphics: large, smooth with 
excellent detail and imagin- | 
ation used, first rate scrolling 
Sound: very little really 
beyond the odd spot effect 


Lives: 100 points of stamina 
— you need it all 

Screens: whatdo you expect 
— |t's a labyrinth! 

General rating: an original, | 
enjoyable game with a wide 
range of playing options, 
generally excellent, pity 
about the higher price. ' 





Use of computer | 90% 
Graphics 91% 
Playability 81% | 
Getting started 85% 
Addictive qualíties 81% 
Value for money 75% 


84% 


== 


THE KEI iuifeTe: 


IN Ao oa iii Wi 


AVAILABLE FROM 
| LARGER BRANCHES OF 


p John Menzies 


| AND ALL OTHER GOOD 
SOFTWARE OUTLETS 

























PRESENTATION GIET PACK 
SPECIAL PRICE £12.95 


INCENTIVE SOFTWARE LIMITED 
54 LONDON STREET, READING RG1 450 


THE COMPLETE ADVENTURE CLASSIC 











CREDIT CARD ORDERS 
TELEPHONE (0734) 591678 
Retailers contact: Microdealer UK, 
Tiger, Lightening, Microdeal, 
Lazer, Drake, R & R and Iwang. 


SINCLAIR 
SPECTRUM 48K 
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MIND 
SCREAM 

The film Alien became some- 
thing of a cult almost as soon 


as it was released. Now 
Spectrum owners can enter- 


| FRANKIE 
GOES TO 




















| tain themselves with a new ; 
OCEAIN strategy game based upon 
4 the movie. Alien from Argus | 
in the good old days the Press Software is the latest 
| ds Endate a ab raia ioga "Mind Games' series, 
when underground" disco e game represents a | 
music cróssed over from the breakthrough in programm- 
cante charts to the main ing techniques, says Argus. | 
| Stream chart. Today, every- | This isthe first program ofits | 
one seems to be assina he kind where the player has to | 
over from everywhere. Chart relate not just to coloured 
toppers Frankie Goes to blobs on the screen, but to 
Ho od are among the | people. In order to succeed 
latest and have placed their you have to learn how to 
reputation in the hands of manage people, understand 
Denton Designswhoare If rh people and predict how 
"developing the game Frankie | people will behave. 
as adErERáNio marketing | Eu tendas DT US 
he aggressive marketing BR | a SR e Nos O you have seven 
creative producere Zrrhas. MEM RA | Cat Vorrtssticto comisênd| 
creat - - Hs ER peça: , 50 o be . Cissa eba 
poa Frei a Pi peRo GH€, E starring in a now OCEAN game by DENTON DESIGNS. j o add and ado th A 
together with Islam des tis nes E E E TRES: ten from reaching Earth. 
Records, they setup the deal Paul Morley ofZTT, hasapp- “Spectacular, an The game opens atthe point 
with Ocean's David Ward, arentiy contributed to many led for an eai in the film where the Alien 
with the three companies ofthe initialideas forwhat | easgata price off: has killed one crew member 
sales of the game. (Oh and conceptin entertainment what mustbe the inevitable | the victim's chest. The crew 
' Frankie Goes to Hollywood | publishing. No details yeton  t-shir 5 Bearing a legend like, | member attacked changes 
getatutsomemherealong  whatthegamewillbelke “Frankie Says No Mo '| each game. The Alien can be 
the line. Frankie's Svenghali, exceptthatit's described asa | | killed by driving it through 
| = the airlock or by blowing up 
the Nostromo. You can esc- 
ape wilh three crew mem- | 
bers on the shuttle providing 
nothing is left alive aboard 
the Nostromo. 
The programmer is Paul 
Clansey who comes from 
Liverpool! and is a self-- 
pq 
- ThE 
aço work 
serê 
ulis. 
| 
ER mista do Ega oss | 
ALIEN programmer 
PAUL CLANSEY gets a heíping 


hard. 


admitted Alien fan. He has 
tried to remain faithful to the 
ai of the film, whilst 
allowing the player to alter 
the film's outcome dramatic- 
ally in the game through 
gameplay, Alien is joystick 





driven (or via the keyboard). 
The Nostromo has three 
levels into which you can 


are controlled one at a time 
while others are completing 
their tasks, although one of 
themisarobotwho wants to 
help the Alien. The game 
comes in a large style video 
case with a 16 page booklet 
including stills from the film 

and a guide to the story and 
| game, and it costs £8.95, 

ellhave a review next 

issue of the Spectrum vers- 
Ion. 





| One of the game screens from 
the new ARGUS game ALIEN. 


NEW ARCADE 
FROM 
INCENTIVE 


Since the successful hit 
game Spiat, Incentive Soft- 
ware have concentrated on 
adventure games for the 



























or strategy /simulations like 
Millionaire. But Incentive's 
managing director lan 
Andrew says that more 
emphasis will be placed on 
arcade games again in 1985. 
lan himself is something of 
an arcade freak, living in a 
house full of arcade video 
machines and pinball 
machines. 

The firstsuchisa 
Spectrum version of an 
arcade original which has 
been a great favourite, and 
vet has never been done on 
the Spectrum. Itis Moon 


move any of the crew. These | 


Spectrum like the Ket Trilogy | 


Cresta, a furious and difficult | 


shoot em up. Moon Cresta Is 
officially licenced from Nich- 
ibutsu (Arcade Game) and 
should be released in March 
at around E6.95. 

In some senses Moon 
Cresta is a Galaxo-variantin 
wvhich aliens swoop down on 
your space ship in lethal 
patterns, firing as they come. 


| À between-vaves sequence 
| requires you to dock your 


fighter craft with the main 


body of your ship while both | 


sections are moving aboutin 
space. A sneak preview at 
the CRASH offices revealed a 
Spectrum version with true 
to the original graphics and 
tunes and levels of play 
which should suit everyone 
right up to fiendishly diffic- 
ult. Incentive will be running 


| Cresta arcade video mach- 


























a competition in conjunction 
with the game for the winner | 
to receive an original Moon won't say any more at the 
momentoather than itwillbe | 
a highly original arcade 

game in much the same way 


ne. 
Of the following release, 
that Splat was original. 


lan is more cautious and 


JW H SMITH 


as a deposit at the time of 
purchase. Products wanted 
by customers on credit need 
to include an item of com- 
puter hardware. Repay- 
ments may be made over 12, 
140r 36 months. The scheme 
includes all the 50 plus 
Computer Shops excepting 
the two at Heathrow Airport, 
but is not available at W H 
Smith computer depart- 
ments. 
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CREDIT 


W H Smith is now offering 
credit facihties to customers 
buving computers at its High 
Street Computer Shops. 
Credit is available for 
purchases of computers, 
software and accessories to 
the total retail value of 
between £400 and £2,000, 
10% of which must De paid 








THE ONE 
THAT 
ALMOST GOT 
| AWAY 


Shortly before the Christmas 
break Paul Dyer of Fantasy 
Software presented a 
specially made 'Back- 

ackers' clock to Bob 

tamilton, author of Fant- 
“asy's latest success, the 
Backpackers Guide to the 
Universe, ata celebration in 
Cheltenham held to markthe 
game that nearly didn'tmake 
Ht, 

Explaining the reasons for 

the celebration, Paul said, 
'We have built our reput- 
ation on producing only a 
small number of very good 
games. Butto maintain that 
reputation we have to deliver 
'ontime. 

We are well aware of the 
Christmas market in the 
home computer software 
industry, and to miss it could 
have set us back months. 
Everything conspired 
against us with Backpackers. 
Technical problems with 
writing the game, meant that 
| Bob quite literally worked 
flat out for days on end, 
going without food or sleep 


CAMBRIDGE 
DISAPPEARS 


Cambridge Computing best 
known for their software pro- 
pe joystick inter- 
ace, have ceased trading. 
There had been rumours 
earlier in the year that the 
company was in financial 
trouble after sales of their 
interface had virtually dried 
up. Development of the neaí 
SLOMO device for altering 
playing speeds of computer 
games, came too late to save 
their sinking fortunes. The 
company has gone into Vol: 
untary Liquidation. 


ERA PU 
SQUAWK 
|Currah Computer Compon- 


E ents, manufaciurers ofthe 
wel| Known speech device 































E the Currah Microspeech unit, 


have also run into financial 
trouble and been taken into 
Heceivership. First indica- 
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"BOB HAMILTON (left) receives 


his specially built 'Backpackers” 
clock from PAUL DYER 


to get it finished, even 
though he was ill at the time. 
At the last minute, the sup- 
plier of the vinyl cases let us 
down, which meant switch- 
ing to different packaging 
and all changes to artwork 
and printing which that 
entailed.' 

Although Backpacker has 
done very wellin the charts, 
having sold a claimed 23,000 
copies in its first month, Paul 
and Bob are unable to relax 
as parts two and three of 
Backpackers are in produc- 
Hon for releases during 85. 


tions ofa problem in the 
company, whichclaimed 
tens ofthousands of sales for 


the Spectrum unit within the | 


first six months, came when 
dealers found themselves 
being invoiced by Currah's 
suppliers of electronic com- 
ponents instead of direct by 
Currah themselves. Shortly 
before Christmas, we discov- 
gred that Receivers had been 
appointed to handle the 
company's afiairs, although 
inthe first days the Currah 
receptionists were not 
admitting to the fact as they 
are required to do. Currah 
had been developing a 
number of follow-up prod- 
ucts to the Microspeech unit 
— the Microslot mother- 
board has been on sale for 
several months — but now 
the future of these products 
15 in doubt, although several 
hardware manufacturers are 
known to be interested in 
acquiring the rights to them 


 SCOPE 


| stole, who not only took 


| ealed thatitwillbe runin 


- during combat sequences. 





GOING 
STRONG. 


We published a letter three 
o froma rondar | 




















marketing the graphic utility 
Scope, had gone bust. This 
was true. However the prog- 
ram is: still available and 
Ro Pri pia Papo to 
| td of Basina- 


fossa 
meu 
the Meuse uar- 
ters Of Cn rei 
galar 
MV Garden 


SPIDERMAN E is 
another Scott 
Adams 
advernturê 





over the marketir 

Scope, but also ISP 

sumer abilities. ah 
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Continuing on their depart- 
ure route from text-only 
adventures Level 9 have 
relgased à new graphical 
adventure called Emerald 
iste with over 150 different 
pictures. The plot concerns 

| the pilot of a light aircraft 
who has been forced to para- 

| chute down to a lush trópical 
paradise after a meeting with 
something strange in the 
| Bermuda Triangle. Unlike 
most Level 9 adventures, the 
lida is not survival but 

ow to get away from the 

lovely island. This one's 
priced at £b.95 


SWORDS AND 
SORCERY 


For those fascinated by stat- 
istics, Mike Simpson, the 
P.5.S5. programmer respon- 
sible for the development of 
Swords and Sorcery has 
announced that the program 
contains 86 monsters, 635 
locations, an 800 word dict- 
ionary, almost 2, 000 objects 
and in excess of four million 
ways to be insulted, 
Mike, who has already 
spent over 18 months in the 
planning and development 
of the program, has also rev- 


Swords and Sorcervy is avail- 
able for the 48K Spectrum at 
t9.95, but the acy in the 
photograph is only available 
onthe Amstrad version. 


Real Time, be fully menu 
driven and the player will be 
able to control weapons 
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| DIGITAL 
| SOUND 


| Datel Electronics have 
| announced the release ofthe 
| Digital Sound Sampler for 
the Spectrum computer. The 
| stimline device plugs into the 
user port and comes com- 
E | plete with a software 
package to facilitate a hostof 
| sampling techniques. The 
| D.5.5. allows the Spectrum 
user to record digitally into 
| Spectrum memory, any 
| sound like a voice, drums, 
instruments etc., and then 
lay this captured sound 
ack with almost limitless 
variations. These include 
conventional playback, for- 


make “Donald Duck' or 
'Darth Vader' type sounds) 
with echo - endlessty loopeo. 
Further software for 'on 
screen' voice-prints and 
pitch analysis, together with 
a program to incorporate 
effects into your own games, 
is also included in the soft- 
ware package. 

Datel say that they feel 
strongly that the end user 
has been previously explort- 
ed as they see similar prod- 
ucts with no more technical 
e pç than their own 
selling at unbelievably high 
prices. 

Date! claim that by using 
the D.S.5., an entire piano 
concerto can be written by 
recording just one piano 


JET SET 
WILLY'S 
SINGE 


Jet Set Willy almost met his 
match when a fire broke out 
at the Bear Brand estate 
where Software Projects 
have their headquarters on 
the outskirts of Liverpool 
| immediately before Christ- 
mas. Fears that Software 
| de ara had goneupina 
puff of smoke were laid to 
rest with a phone call. The 
fire had broken out in an adj- 
acent unit, part of a kitchen 
furniture factory, and Soft- 
ware Projects were in no real 
danger, although thick 


MODEMS 



































































AND 
LINK UPS 





Unicom's Modem is now in 
full production after exper- 
| igncing some delays, but 
Marketing Director Mark 
Simon is confident that they 
can meet all January 8 
orders. 

The Unicom Modem feat- 
ures auto baud rate sensor, 
auto dial, auto redial, fulland | 
“half duplex and comes com- 

late with power supply, | 
gads and manualata costof 
f49,95 excluding VAT, Soft- 
ware for the Spectrum is 
expected by mid-January. 


wards, backwards, ascend- | note! smoke forced all the stafíto Aodems have been very 
ing-descending pitch, expan- The Digital Sound | evacuate their premises. expensive until recent low 
| ded and compressed (to Sampler retails for £49.99. SP's managingdirector, Alan | cost models began to 


' Maton told us that the smoke 
had made a mess of things 
and their telephone system 
was notoperating property 


appear, and although 
general reliability of inform- 
ation transfer is-.still uncert- 
ain due to telephone line 





for some days, Dut stock, interference, the use of 
masters and computer modems is increasing. Brit- 
| equipment were all safe. The | ish Telecom have recently 
| cause ofthe firehas not been | launched a trial service 
| firmly established, but was which will give modem users 
believed to have been start- something constructive to 
ed in the electrical wiring of | | da with their units. The trial 
the kitchen factory unit. service has actually been 
launched by Your Computer 


magazine supported by Brit- 
ish Telecom East. By simply 
making a phone call, Spee- 
trum owners who possess a 
modem will be able to down- 
load a selection of sofiware 
programs published in Your 
Computer, and save a good 
deal of laborious keying in. 


| DANGEROUS 
GAME 


The Advertising Standards 











E | Authority have upheld com- 


plaints made by two 
members ofthe public over 
the advertisement published 
in CRASH for Silversoft's 
Worse Things Happen At 
Sea. The advertisement was 
headlined, FOR ADDED 
REALISM PLAY THIS 
STANDING IN THE BATH'. 
The complainants consider- 
ed that in the contextofa 
game likely to appeal tó 
children, the advertisement 
encouraged a disregard for 
safety. tis, ofcourse, consid- 


| ered dangerous to take any 


electrical appliance into à 


“bath fullof water. Perhaps 


the answer is for Sir Clive to 
be the first with a gas or 
steam operated Spectrum, 
No action has been taken 
against Silversoft as the ad- 


| vertisement was withdrawn 


on request, although too late 
to avoid being printed in the 
December issue of CRASH, 


| whigh is immediately avail- 


| numbers to call, and for the 


| (STD code 0206). 





One of the programs 


able is a communications 
package entitled Dialsoft, 
which will enable users to 
communicate with sach 
other via the keyboard and 
transfer data or programs. . 
British Telecom say that a 6K 
byte program should take 
about one minute with a 
1200 bit/second modem. No 
membership or subscription 
fees are required. 

“Details of the telephone 





op currently available 
or downloading, are now. 
available on a new recorded 
information service — 
Microline — which can be 
LET 
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FAREN- 
HEIT 
3000 


Producer: Softstone 
Memory required; 48K 
Retail price: £5.95 
a e: machine code 
Autho 











1 Timothy 
“Williams 
beaiiaçeid Williams is 
robably best known for his 


first commercial game Od'ys- 
sey 7, which was reviewed in 


the very first issue of CRASH, | 


That was produced by Perf- 
“ ection oftware, now 
marketed by Softstone. Far- 
enheit 3000 is set in a reactor, 
Dragon Reactor to be 


precise. What's happened is 
that the reactor has gone crit- | 


ical and is about to 'melt- 
down". Visions of atomic 
bombs and  mushroom 
cloucis se through the 
minds of the local residents, 
Luckily, the worst that could 
happen is an enormous radi- 
ation leakage that could wipe 
out half of the South Coast of 
England. The coast is in a 

anic, the ceramic coated 


Uranium Oxide core has 


reached  Farenheit 3000! 
There is only one chance. 
You must locate and operate 
all the pressure valves in 


order to release the excess. 


pressure and flood the core. . 


Farenheit 3000 is a 64 | 


screen platform game along 
the lines of Jet Set Willy. The 
screens are linked vertically 
and horizontally, each one 
“filled with a different com- 
bination of platforms. Any- 
thing flashing is lethal with 
radiation and kills on the 
a 2286 except single flashing 
character blocks which are 
the valves. Each room is also 
filled with radioactive haz- 
ards, creatures bouncing up 
and down and from side to 
side, which are instant death 
if touched. In some rooms, 
enormous pools of radio- 
active water must be 


jumped. You are provided | 


with a pretty giant leap and 
an immunity to long drops as 
long as you do not hit any- 
thing lethal on the way 
down. 

The screen display 
includes a title for each room 
in hallowed tradition, as well 
as telling you how many 
valves are vet to be done, 
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discover how hard 


this game can ba 








and what the radiation level 
is. This latter, acts as a time 
limit for the game. 


CRITICISM 


O '“Farenheit 3000 is basic- | 
and it 


ally a JSW clone, 
follows the same game idea 
very closely. After playing it| 
felt that although the 
graphics were not quite as 
good, it was harder and had 
some nice features. Not 








Stress with this game that 
you must have a sense of 
extreme timing, a good TV 
and a great sense of dist- 
ance, for all these skill elem- 
ents come into their own 
here. This game is not for 
anybody who is not willing to 
seda time to realise what 
the game requires from 
them. Graphics have an odd 
colour scheme some go 
back to the days of just black 
and white TV while others 
are multi-coloured. Animat- 





In the Dead Zona, and now the jumping skills are being honed to a fine 


pitch — or ara they? 





giving the game away, | will 
mention but one, “n the 


great desert, quick escape' | 


der have only a few seconds 
before you die. Very intricate 
alia is required in man 
cases. Although this is a JSH 
clone it is still very good and 
very playable.' 


O “On the presentation 
screen it states that the 
program was written by Tim 
Williams: of Perfection Soft- 
ware. This game is very good 
- à difficult Jet Set Willy 
style. | wonder why Perfect- 
ion could not have brought 
out a se such as this 
before Softstone apparentiy 
took them over? | must 


ion is a particularly strong 
point in Farenheit 3000 and 
in quite a few different types 
of graphics the animation is 
quite superb. If you found 


J5WWV too easy, boring and. 


unchallenging, but you liked 
the type of pure, you will 
most probably enjoy this 
one, 


O There's certainly. plenty 
of scope for going barmy in 
this platform jumping game 
with its 64 excruciatingly 
hard screens. The game 
plays heavily on timing 
jumps to perfection as well 
as Jjudging distances and 
taking risks on that last pixel 
of toe grip. You jump very 








well, quite high, and another 
novel aspect becomes 
apparent - some jumps 
require a rebound effect to 
ge up onto another 
platform. This rebound idea 
can play havoc with you 
though, bouncing you off 
into a nasty at the worst 
possible moment. I'm not 
sure | cabo a all the graph- | 
res all the while, because 
some pad strange colouring 
is used, On the whole they 
are pretty good though and 
the animated nasties are 
imaginative and detailed. 
For me it just slips from 
master class, but this is cert- 
ainly no weak-kneed JSW 
copy and it should prove 
highly popular. 


à Egas 
A E o e 
ke ti 





nm 


| 
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COMMENTS 


Control keys: Q/W left/right 
and SPACE to jump 
Joystick: doesn't need one 
Keyboard play: very respon- 
sive, and simple to use 

Use of colour: uneven, rang- 
ing from very good to defin- 
itely odd 

Graphics: good, smooth, 
varied and detailed animat- 
jon 

Sound: nice tune and mild 
spot effects 

Skill levels: 1 

Lives: N/A -limited by radia-| 


tion level 

Screens: 64 

General rating: a very good, 
hard game with its own feat- 
ures, good value for money. 


Use of computer 82% 
Graphics 80% 
Playability 84% 
Getting started 79% | 
Addictive qualíties 79% | 
Value for money | 82% 
Overall 81% 
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£9.95 48K ZX SPECTRUM 


Soon for LBM 64 
Tir Na Nôg— the land of youth, the other world. 


Tir Na Nôg—the kingdom of the sidhe, the home of dagda's cauldron. ALSO FROM GARGOYLE: 
Tir Na Nôg-—a vast and complex adventure, in a magical celtic landscape. THE STUNNING SPACE GAME, 
tir Na Nôg—a most stunning visual experience, with state-of-the-art film AD ASTRA - £5.95 


Ê ; WINNER — CRASH READERS“ 
animation. BEST SHOOT-EM-UP AWARD 


Tir Na Nôg-—a true computer movie. 


GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777 
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Andrew Beale's PSYTRAXX from THE EDGE 
is one of the largest maze games around, and 
has been driving players mad with rage when 
they get hopelessly lost in its intricacies. In 
this CRASH exclusive supplement, we bring 
you the map of PSYTRAXX drawn up by 
Oliver Frey from top secret documents which 
fell into our hands, having been removed 
from a safe deep in The Edge HQ (the boss 
has a friend who knows a 
friend of a friend...) 
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As anyone who has played the game knows, 
PSYTRAXX is the circuitry of a large robot, 
the Emperor Robot in fact. This tyrannical 
monster has tiny psytraxx microdroids inside 

his circuitry that are supposed to look after 
him. But one has got free of the evil influence 
and is running amok through the system, out 

for revenge on its tyranical master. It is 

seeking the key program cards to deactivate 
the force-fields and the Master key-cards to 
gain access to the Emperor 's CPU to destroy 
him forever.... 
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“SPECTRUM 4K 


“What makes Wet Set Jelly sound 
like a computer game!” 
Brian Bloodaxe, with Primary 

honloraltateters GS 


La E ú 
Spectrum 48K £7.95 on Turbo Cassette 
Available [rom good computer stores everywhere. In case of difficulty in obtaining any of our games please conlacl us 
on the numbers below. Authorised dealers can order direcily [rom EMI Distribution, 


The Edge, 31 Maiden Lane, Covent Garden, London WCZ Tel: 01:240 1422/7877 Telex: 892379 
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PSYTRAXX 


Hints and Tips 





We're not giving every- 
thing away atthis stage — 
just enough to dispel any 
thoughts that PSYTRAXX 
is just a very large maze 
game! 


1. To state the obvious, 
the CPU Room is now rev- 
ealed to be on the first 
level where you start the 
entire game. However, 
vou will have to go right 
up to the fourth floor PCB 
| before returning to attack 
the CPU, 


4. Around the maze vou 
will find magenta OR 
1IGATES. These do not 
transport you to another 
floor but rather, if vou 
touch them, they will 
repel you in the direction 
of the CPU room — thus 
| | giving you an idea of your 
| Lortentation and the locat- 
| [ion ofthe CPU. 


2. Your goal isto reach the 
CPU Room, unscrew the 
late which conceals it, 
low up the CPU itself 
(make sure you've plenty 
of charge — use the small 
green re-charging 
modules around the 
maze), and then make a 
dash for safety before the 
entire PCB complex expl- 

| odes with you inside. 
5. On some floors you'll 
3. Having blown up the find other useful items. 
CPU make sure that you 
have already prepared a 
quick escape route back 
to the edge connector or 

you won't have time! 


| you'll find friendly micro- 
droids like yourself which 
connected with give you 
extra lives. 


PSYTRAXX The Map 





| MANY SCREENS | 
| 4N FSTTRAXM 
| There's more, but we'll 


For instance on two floors | 


| snow shoes, 
| CRASH reviewers in hid- 














” JUST 
ONE OF THE 



















not tell you just vet | 
whether there are secret 

passages, magic objects, 
frustrated 






YOU 






den cupboards, etc...yet. | 





are your way to move 
between PCB  floors. 
These are represented by 
| up/down arrows on this 
| map. Note that 


Key Plates colour 


Each “Key Plate” is colour- 
| ed and each will de-activ- 
ate the force-field of its 
own colour only. There 
are sixe types: dark blue, 
red, magenta, green, cyan 
| and vellow (they are 
numbered 1 to 6). There 
are some keys on each 
floor of the PCB: 
PCB floor 1 — Keys 1 and 


ou to. 

n the game you will see 
these transporters as OR 
GATES not as arrows. 


2 
PCB floor 2 — Keys 3 and 


a 
PCB floor 3 — Key 5 
 PCBfioor4— Key 6 
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Up/Down  Transporters | 


their 
| indicates which | 
| floor they will transport | 


| square 
| cannot 


| correctly coloured Key 





Look for a screwdriver 


land 3 Master Key Cards. 


There is one of each on 
each floor. 


| THIS MAP IS A 
PULL-DUT 
| RES Ele 


Eu 1 E 
ae 


Eur 





Force Fields are indicated 
on the map as solid 


blocks. You 
pass through 
them unless you hold the 


Card. 












CRASH 











This month's CRASH QUIZ has been sent in by Robert Leedham 

| from Amersham, Bucks. He warns that it is more difficult than the 

MO N TH LY usual Quiz and requires common sense and logical thinking — the 
gs of thing taught in schools today! 

he results of the 1985 CRASH READERS' AWARDS have come 


in ligas Saad of time, but jumbled up. From the clues given can 
you identify the programmer and his game, the company market- 
ing it, fts price and the award it was given? 

Robert says the chart should be completed using a tick for a definite YES and a cross for a definite NO, To give you a start, 
the first clue states that Richard Smallpox's program costs £6.95. This means that he couldn't have written a game costing 
any other price, or that another programmer could have written a game costing 6.95. This information has already been 
entered on the chart as an example. | 

Once all the obvious information has been collated, the possibilíties will have been narrowed down, and some new facts 
might have been revealed. The clues should then be re-read with these new facts in mind to discover further positive / 
negative relationships. 

Fil in the final details on the small chart below. These results are the ones to send in to the Quiz. You can cut the form out 
Or Po flo them out again on a postcard if you prefer. DON'T FORGET TO PUT YOUR NAME AND ADDRESS ON THE 
ANSINER 

First three correct entries drawn will each receive E25 worth of software anda CRASH T-shirt, and the three runners-up 
will each receive a CRASH T-shirt. 































Malcolm Heavens 
Richard Smalipox 
Matthew Sniff 
Derek Brew-up 
Costa Panhandile 


iii Irrastimanos 





ESPERE Worse Things Happen in Pyramids 


se Ba 
Best Sound erset ess PVE RE 





O Richard Smalipox's program costs £6.95 Results of CRASH QUIZ They gach recieve [25 worih 
O KOKOTONI FRED is tha most expensive, Pe ha November  ofsoftware. The thres 
a at ça nos ip by Melbourne Shed dio dade Po aa geta 
A LE, which is not sold by Dia- Wa ask to fill; 
tribesoft, was voted Most Original games, bairoça iodo Bed á ret (é 
whilst the game with best graphics came name ofthe computer hero A.J. Hitchens, Gosforth, 
from Software Panics which resulted. Theanswer | Newcastle-on-Tyne 
O TRASH KANGA, which was not program- was, ofcourse, ZH5GY. This Gary Bowen, Aldridge, 
med by Matthew Sniff, can be bought ag erp dada Wialsall, W. Midlanais 
from Microhernia e Hs diga 
virtually al correct! The 2,000 We'llhave a grand 
é sd Panhandie receives royalties from plus correct ones went into odds ear iodeto 
po db das costs 5.957 game with best sound the bag and the threewinners — next issue to catch up on 
cts costs i are; some of the results in the pre- 
O Derek Brew-up's LORDS OF LUNCH-TIME Chi Wai Tsang, Lisson Green Christmas issues. sitiubiod id 
15 the game justmore expensive than the Est. London NWVA 
one from Diatribesoft, and is ju ust cheaper Paul Miller, Mangotsfieid, 
than the best overall game, which was not Bristol 


Daniel Rogers, Wistanstow, 


written by Richard Smalipox. Craven Arms, Shrops: 
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“THE ADVENTURE EVENT OF THE VEAR BY 
JOHN SHERRY 


Characters im order of Appearance: 
E s dBaron Grasper — a landotuner 
Ambrose — a clevic 


| Boccus — amerchant 
j Rã] Fernando — a tipstaft 


À LA Gamp — a stall older 


plus pads cast 











and finallp 


The Prince 






THE FIRST ROLE PLAYING GAME FOR FOUR PLAYERS 
| hy Available for Spectrum 46K at £7.95 from larger branches of Boots or mail order from CC | 


” Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL 
Em adds Telephone 01-858 0763 


E 
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' Lloyd atworkevenover 
Ai onto fdp pan 


— and no, those aren't 





“common” and 'peasants'. 





IMAGINE | 
CRASH 


Our article on Imagine | 
carried in the Christmas | 
Special edition has aroused 
quite a bit of interest from 
readers, but perhaps the | 
most prominentwriter is one 
mo was a protagonist in the | 
affair. 
Bruce Everiss was /magine's | 
pude Director. | 
aturally his observations | 
are personal, but there are a | 
few small points that he feels 
were inaccurate in the article 
wifuch should be put right, | 


Dear Sir, 

It is about time that the 
public had a glimpse into the 
can of worms that was 
Imagine's demise. A lot of 
questionable activity 
remains untold. | admire 

our courage against the 

inte A ar a 
propensity to litigate and to 
threaten he Ps There 
were, however, a few inacc- 
uracies in the piece which | 
would like to correct. 

1. When | joined Imagine it 
was as General Manager. 
Upon incorporation as a 

imited Company in August 
1983, | became Operations 
Director. 


2. Eugene Evans did manage 
publi Wc 
published. | ky Warters, 
Catcha Snatcha 
unplayable), Frantic 
withdrawn it was so bad) 
and Arcadia 64 (a jerky, pale 
shadow of the original). 


3. | did not attach myself to 
ary other director, | merely 
did my job. lan Hetheri 
always denigrated Davi 
Lawson and his common law 
wife Diane Willets as being 





This suddenly changed 
about April 1984 and in 
retrospect it is easy to see 
wfiy. 

4, |Iwasn't just associated 
with Microdigital. | founded 
it, was Managing Director 













and co-owned itwith my 
brother. 


5. Just before Hetherington 
and Lawson wentto America 
investigated the possibility 
of a 100% sell out. À major 
company was interested. k 
would have meant Imagine 
continuing, the staff kept on, 
the creditors paid. Mark 
Butler thought itwas a good 
idea. Hetherington/Lawson 
didn't and steamrollered 
Mark so the idea was 
dropped. tis now obvious to 
me why. 


6. Lawson/Hetherington are 
not trading as Finchspeed, 
They are now trading as 
Fireiron Limited, 28 
Exchange Street East, 
Liverpool, phone: 051 236 
2036. 


7. Imagine isn'tthe only un- 
successful microcomputer 
company Hetherington has 
been involved in. Others 
include B & B Computers 
(Bolton) Ltd., DAMS 
Business Computers Ltd., 
and Dawn Computers Ltd. 


| PROGRAMS 


WANTED 
SEND 


MORE bai si LESS PRICE 























8. When Hetherington says « 
he is sick to death of eople 
insinuating that any 
untoward happened Pe 
tnathe | can only assume 
that he is suffering from 
amnesia. The lying and 
deception were almost 
boundless, as many will 
testify 


lhope these few points help 
to clarify the situation a lítile 
further. | am amazed that 
Hetherington/Lawson can 
have acted as they have and 
vet remain apparently 
unscathed. In my opinion 
their current attempts to 
suppress the freedom of the 
press are indicative of their 
attitudes and behaviour. 
Bruce Everiss, Wirral, 
Merseyside 


From a participant in the 
events of Imagine's demise, 
LI an observer.... 


1:99 


BA RMy B 
Re TRY 


All games are obtainable direct 

from this company at €1:99 +50p, p+p 

or from computor + video shops qr 

where you see the Slush Puppy sign. 

S.A.E for full list. Dealer enquiries welcome 


um CERS 
M ask 


Dear Sir, 

Although the crash of 
Imagine was a shock to the 
software world, one has to 
ask oneself ifit is so 
surprising and ifit is bad for 
the business. 

After seeing the articles in 
August's edition of CRASH | 
loaded my collection of 
Imagine tapes and was not 
that impressed. When 
compared with games like 
Atic Atac, Jet Set Willy, Sabre 
Wulf and Match Point all 
Imagine games pale into 
insignificance. Indeed, in a 
recent survey in one 
magazine (whose name 
escapes me at the moment) 
of the worst games around, 
three Imagine games came 
in the top ten — Zip Zap, 
Molar Maul and Schizoids 
(second only to 
Transylvanian Tower). Only 
£z00m and Jumping Jack 
stand outtoday, a year after 
they first saw the light of day. 

Not only were most of the 

ames mediocre, but also 
magine had grown too big 

for itself. Software houses 
are now mainly small. Let's 


1:99 
ANNOUNCE THEIR VERY OWN POCKET MONEY RANGE 


Corcw 
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hope it stays that way 
because Imagine became so 
big that pursuit of big profits 
overruled all else and the 
quality of the games became 
of secondary importance. No 
doubt Butler and Lawson 
hoped that Imagine's name 
alone would sell the games 
regardless of quality. Eight-- 
een months ago Butler and 
Lawson declared that 
Imagine would not employ 
more than ten people ever. f 
only they had kept to their 
word. 

Let this disaster be a 
warning to up and coming 
companies. Biggest isn't 
always best. 

James Penwvell, Paignton, 
Devon 


[have to confess that as a 
very naiive Spectrum owner, 
! played Schizoids for hours 
thinking, “it must be mel 
Loading it again the follow- 
ing night! began to think that 
perhaps it wasn't me after 
all. Looking back now with 
hindsight and a lot more 
experience | know it 
definitely wasn'tme — that 


PROGRAMS 
WANTED 
SEND 
NOW 


is available from 
W.H. Smith, Menzies 
and other major stores 


at E5-50 
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game was simply à bumimer, 
andas itwas one of theirfirst 
releases after Arcadia, 
perhaps we should have all 
seen that the rot had already 
set in at the core, Then there 
was the non-working Ah 
Diddums and the non- 
batiling Stonkers. CRASH 
ot a bit mad about Stonkers 
ut Imagine never got ridof 
the bug and seemingly had 
no intention of doing so 
despite all their assurances. 


Dear CRASH-ers, 

In the last issue of the 
Personal Fanzine ATV XVII, 
its editor Trevor Mendham 
(co-author of United from 
C.C.S.)wrote amost interest- 
li Sopas concerning piracy, 

revor, while in no way 
condoning piracy, does, 
however, hit out at some 
most unlikely causes: the 
software houses and the 
retailers! 

The points against the 
software houses! Basically, 
the old argument concerning 
the cost of the tapes, as 
exemplified by Manic Miner, 
Jet Set Willy and later by 30 
Deathchase. Inthe article 
“MM is described as a 
program with imaginative 
graphics, but a very simple 
program. JSW is described 

| as being almosta direct copy 
ot MM but with different 
graphics. 3D Deathchase is 
criticised in the editor's 
comments and described as 
simple, including the 3D 
effect, which could be looked 
up in any computer book, or 

| worked out from scratch in a 
week or so. 

All this, according to 
Trevor, makes the games 
(although he admits they are 
exceptions) not worth the 
£5.00 to £7.00 price range 
most of them cost, 

As to the retailers! The 
article makes these the main 
villains, with stores such as 

| Smiths and Boots 
demanding — and receiving 

| — a massive 70% discount 
on games so that of a £7.00 
program, £4.90 would go to 
stock and only £2.10 to the 

| producer! 

My own comments are 
thus: in regard to Mane 
Miner et al, Em sure Trevor 
would be able towrite such a 
program asitis his work. 

tost people cannot, being 
like me and not able to tell a 


rá 


COST EFFECTIVE 
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You can foo! some of the 
qu alt of the time, and all 
of the people some of the 
time, but you can't fool all of 
the people al! ofthe time. 

Occasionally | come 
across a slightly older letter 
that missed being published, 
but which has some 
interesting points in it. This 
writer has a slightly new 
angle on the price of 
software piracy theory.... 
LM 


GOTO from a GOSUB. Also, 
If such a ani do 
exist, why haven't they 
appeared on the computer 
scene with good games on 
cheap tapes already? 

To the problem of 
retailers, Trevor says that he 
buys direct by mail to cut 
them out and wishes others 
would do the same. 

The only trouble with that, 
as far | can see, is the cost of 
postage, postal orders (or 
cheques) make the cost of 
buying the game even 
higher than the shop prices, 
and when you add to thatthe 
amount of things lost in the 
post. ... 

What do vou think? 

Brian H. Lonagstaff, Sheffield, 
South Yorks. 


Brian adds to his letter that 
anyone wanting a copy of 
the fanzine ATV XVilfissue 
1 contains the above-- 
mentioned article), write to 
Trevor Mendham, 53 
Fowncourt Crescent, Petts 
Wood, Kent BR5 1PH [50p 
including postagel. 

As to my feelings on the 
matter: well this letter is not 
absolutely recent, and there 
have been some reasonable 
budgei games out since its 
writer sentit in. First or, 
though, [don tagree, and! 
would be surprised if very 
many did, that Jet Set Willy 
isa copy ofManic Miner with 
different graphics. There are, 
of course similanties — you 
would be very upset if 
Alistair McLean started 
writing like Barbara 
Cartiano. Authors have a 
funny knack of sounding [or 
looking] like themselves in 
everything they do! l also 
doubt very much thai the SD 
effect in Deathchase could 
be cobbled together in a 
week, even with looking itup 














































STARTING UP 


Dear Ltovd, 

My friend and l are 
planning on starting up our 
own software company, but 
we are not sure how Pd 
about marketing, and also 
any legalities. Could you 
please advise us on the 
situation. 


in any computer book, 
because let's face it, if that 
were the case why did it take 
so long for a programmerto | 
do something like it, and why 
haven'tthere been a 
thousand copies of it since 
tor even budget versions)? 
Incidentally, Trevor 
Mendham whom | do not 
know), who co-wrote United 
for C.C.S.. has hard!y proved C.R Thomas and M. J.R. 
UT ue RUCA Leighton, Chester, Cheshire 
with that particular program, i 
wiich is not all that inspiring 
to say the least on either 
game play or graphues |! 
apologise in advance if 

revor has written some- 
thing stunning of which [am 
unaware). 

As to the retailers — well 
ves, the big chain stores do 
demand a rather high cut of 
the sale price, bul the 
average range of discount 
being offered is anyway in 
the region of 45% to 60% 
depending on quantities 
ordered. For a software 
house to “get into' Smiths or 
Boots, means that they are 
assured of a reasonabiy 
large sale of units, which is 
good for them and worth 
giving the extra few per cent 
discount. |t really isn't the 
percentage demanded by 
retailers which makes the 
software price up, that is 
already determined in 
advance by the software 
houses. Fo some degree, the DR 
proof of this is that even | 
before Smiths, Boots et aí, 
were selling software in a Dig 
way, the prices of software 
direct by mail from the 
producers was pretty high. 
ft's true that if software 
houses could sell direct, 
prices might come down by 
as much as 40% or so, but 
that goes across the board. 
Would you really like to have 
to buy direct every item in 
your life when you can con- 
venientiy go into a shop and 
get them? The retailers have 
to get their cut or they 
couldn't operate and there 
wouldn't be any shops. Ina 
way, one of the big villains is 
VAT. Don't forget that when 
the software house selis to à 
distributor 15% goes on the 
wholesale price, when the 
distributor selis to a shop 
another 15% goes on, and 
when the shop sells to you, 
vet another 15% goes on. lt 
ados up! Should you try to 
buy direct, to cut the retailer 
out do the software houses Bunciccabiis 
really let you have a £7 game [RAMADA 
for £2.10? | don't think so! | 
LM 


Good grief, that would 
take hours! A few points 
though. You could trade as a 
firm for partnershipl oras à 
Limited Liability Company. 
To be shareholders in the 
latter vou would have to be 
over 18. The advantage ofa 
“Firm is that you can justsay 
you're doing itand that's ft, 
although you would be well NU 
advised to get an accountant R 
immediately to fix up the 
financial requirements and 
sort out legal agreements 
between the partners. The 
disadvantage Is that you are 
entirely and personally liable 
| for any debts the firm" may 
run up — for ever. A limited 
company iLtd.) is much 
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more complicated to set up 
and costs about É 120 to É 180 
to buy in the first place [you 
buy à readyimade from 
specialist legal hirms who set 
companies up) and is forced 
by copious laws to do certain 
| things which an accountant 
or solicitor would advise you 
on. The advantages are 
numerous overa partner- 
| ship firm", butperhaps the 
| main one is thatthe directors 
are not persônal!y respons- 
ible for debts run up by the 
company uniess you are 
forced to sign personal 
gue antees [which you will 
eit you manta bank 
overdraft or need to 
Mná purchase equipment on hire 
IN ” purchase etc). 
| As to marketing, well you 
have to get advertisements 
Pg on and book space in 


magazines — this isn t par- 
ticulariy cheap, especially if 
you want to use colour. 
tyorcalcostmightbhe E250 for 
original artwork, another 
£250 to have the artwork 
screened and made up as 
film sets, and say E2000 to 
book space in three 
magazines [this is fora 
whole page), On top of that 
comes the cost of having 
| cassette iniays printed and 
casseties duplicated. 
Marketing is also very much 
ted into distribution. 
Distributors won't be very 
| interested in your games 
unless you can show that 
| theyare being properly 
promoted 

The whole exercise is very 
time consumingand expens- 
ive as well as being full of 
obvious risks, and it needs 
very careful consideration 
before embarking on the 
enterprise. Although it is 












a low level, it is doubifu 
whether you would have 
much success without an 
initial investment of some- 
thing like E 10,000 available. 
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quite possible to do things at 


Acclaimed the best football simulation game 


| reaty e be 


DELTA WING 
Newecomers tô the game 


Lear Lloya, may not realis se that you can 
Ra hay re justbought Delta watch your bomb Í al to jts 
gy reative Sparks, and. targetifyou turmand dive 
o ought you would like my after pressing the button 
comments. remember to use the alr- 
As an airctaftengineerat | brake). Thebomb is drawnin 
Heathrow anda dedicated good 3D are are the base, 
allietoia US her who has a enemy and alles, though 
hs owang lbraryof fight they are rather small and 
ulations, if te lyou that simple, they aiso have a tiny 
ta Wing is il ELITES! bug “SOrW he mA, sou bank at 
Ele) E one to date | hope speed near! them, they tend 
to leap into the air — sonic 


| ec NNG: allvi it iscorrect with Doom perha 


the flightenvelope and the Enemy air raftare dra win 
Instruments such às Stall with less detail than D's but 
warning, L. Hange-5 radar they do roll: over ana spin 
like some RAF fightershave, when shot (so do you come 
Em ex-RAF too!) other to that). The game may lack 
instruments are similar to actual rumways (you can land | 
Digital Integration's Fighter | anywhere) but itstill takes 
Prot. The addition of the air- skillto getit right. 

brake isa a pdsendincombat Steve Burdon, Wraysbury, 
atoving Lighler turns Staines, Middlesex 

Letails such as the pitot's 
ham TOvV ING ON the fight 
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suspect flown na medern 
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"ecedlter using 1t for never) dage T had to vrito and congratulate por 
on a really cxcellent program." =4.M, (Middiesox) 


“Fhe progrim ia aâdiotlve.Lagt night 1 epi from 11.00a,m to 11. 50pem, 
taking Ledda to win the champlonship by 1 point,” = 1,b, (Bhropshiro) 


“1 must congratulate you op an outatanding game vell worth every pannyo 
Thank you,” = 5.5. (Bata) 


| “My son and grandaon in Australia aro dalighted,..d gem. seneltber of them 
have stopped paying itoThanko for a great game.” = 4,0, (Neal Susa] 


“IL thought 1 ahould write because of your excellent gamo,"=Mr,Meb.(W,Mida) 
Note the following true-to-life features.... 
&= Full f-a-slde match achon O — Or-scrgen commentary showing current 


Sobre, name 01 player in posses son, 
| lime played 










O — Scala 90-minute game 
O — indivudual player skilis 
e— us 22-team League 
O = 42-malch ssasan 
6 — League table and 
results on SCEN 
and printer 
O — Save sessonto 
date on lape 


of 22 teams and pick 
a mai ta 
your own players! 
E DS A 


LE mLÉU 
Everton 







Lima 







Also avalabte from selected 
Stores in the London area 
lincluding VIRGIN GAMES 
CENTRE, Oxiord SireetN/ 


72 Swanshope, 
 Burney Drive, 
Loughton, Essex, 1G10 2 | 
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DIAMOND CUT DIAMOND 


Dear Lloyd, 

Please publish this letter 
asa warning to all you! 
readers. 

My second favourite 
magazine is glarning atme 
irom the racks of W.H. Smith 
(no, not Festa), so digging 
into the wife's pocket, out 
comes 95p. Back home | 
settle down to browse 
through it and come across 
an ad in the back pages. 
Typical ad, reads as follows: 
Spectrum software to swap, 
send your list for mine by 
return of post. 

Hrmmm.! think, obviously 
notall originais, but I'm 
already swapping software 
with three other people by 
post, | thoughl another one 
to my list wouldn't hurt. 

Anyway, | drop him a line 
and a few days later a 
package pops through the 
letter box containing a letter 
and a cassette. Upon 
opening |see he's requested 
seven ol the latest games. 
Looking through his list, well 
Icant believe it! He's got 
almost everything you can 
think of. (Thinks) | could do 
with some of thosel!l So | 
carefully select seven of his 
best, jot them down inmy 
letter to him along with his 
requested games, which 
took ages to copy on tao his 
blank cassette, and send 
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them off with a blank tape of 
TVy OVA, 

A week later, nothing 
happens (must be busy over 
therein Ireland). 

Two weeks later — still 
heard nothing (getting 
worried). 

Three weeks later: | drop 
him a line justin case it got 
delayed in the post (very 
umlikely)! 

Four weeks later, stillno 
reply. ... Five weeks gone 
and still nothing. 

So what, | hear you say, 
well I've wasted postage, 
packing, one C60 cassette, 
and most of all my time. 

That's what happens when 
vou get ripped off. Now 
taking itthat this little Irish 
“** has done the same to 
quite a few other people who 
wrote to him, you can 
Imagine why hissottware list 
15:50 long. 

Conclusion: when 
answering ads ofthis sort be 
careful when-you send 
software copies through the 
post. 

Gary Ogden, Highfields, 
Stafford 


Well, at the risk of offending, 
vou know what they say 
there's no fRonour among 
Hhieves! 


LM 
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RETAIL RIP 
OFF 


Dear Lloyd, 

Em writing to complain 
about the software shops in 
Dudley. Some ofthem 
(mentioning no names) tryto 
rip you off at frmad E 1.98 

ames (retail price marked in 

RASH) at £3.95! The selec- 
tions hardly everchange: it's 
disgusting. At least we have 
some | suppose. Another 
thing; | have to look really 
hard to find CRASH in the 
newsagents round here and 
when | do find itthere are 
only three or four left — and 
that happens the morning it 
comes out! 

In CRASH issue 10 
(November) there was à 
game called Sub Hunter, But 
is there another submarine 

ame to kill off ships other 
than Protek's version? 

Oh, and could we have 
some sort of percentage 
rating for the games in 
FRONTLINE? 

Steven Ashwell, Dudley, 
West Midlands 


ft does seem to be a problem 
that CRASH sells out of 
shops so fast, andas often as 
worttop up. | can't 
think of another Spectrum 
submarine game, with the 


| exception of one by Puisonie, 


but [couldn't recommend 
that. I'll pass on your request 
to Angus Ryall for ratings. 
The next writer has been 
having trouble with 
hyper-load cassettes. In fact 
Fve received a lot of mail on 
the subject, with most 
writers complaining about 
the system and having 
"esa loading the games, 


FAST LOADER 
TROUBLE 


Dear Lloyd, 
Iwas very annoyed when | 
mira out fora copy of 

ley Thompson's 
Decathlon from Ocean. | 
rushed it home and attemp- 
tedto load it, butfound to m 
dismay, that | could not get ft 
to load at any volume nor on 
either side. 

Hook it back in disgust and 
got another copy. This time, 
success after 15 minutes, | 
got side one to load and had 
great fun playing it. After a 
while | decided to load side 
two. After 30 minutes of 





Er 


tryingto loaditlgaveupand 
got my money back. | know 
of several other people who 
couldn't even get side one to 
load. What is the point of 
using fast loaders when you 
take 15 minutes just to get 
the volume correct. | think 
they are meant to stop 
people from copvying the 
game but it also seems to 
stop people from buying it. 

lan Burns, Weymouth, 
Dorset 


Fast loaders are, of course, 
intended to make life more 
difficult for copiers, but they 
do seem to have brought 
problems with them. BUT 
most problems are to be 
biamed on the domestic 
recorder rather than the 
duplicators. Broadly 
speaking, there are four 


| main problems to be en- 


countered. First; dirty heads 
and pinch wheels, The best 
way to overcome this is to 
ciean the heads with 
methylated spirit or surgical 
spirit [preferably the latter) 
using a cotton woo! bud. 
Cleaning cassettes are 
available, but their use is not 
recommended because they 
don't half whale the heads, 
and once used they can 
actually redeposit muck on 
the heads. A point to bear in 
mind — the dper nto 
quoted method of amplify- 
ing sound by removing the 
cassette and pressing play 
on your recorder, is not such 
a good idea for the pinch 
wheels because they are run- 
ning against the metal stud 
that normally carries the 
tape and after a while the 
rubber gets hot and 
becomes shiny, losing its 
frictian characteristics for 
driving the tape. 

Two: If you use a battery 
operated recorder, check the 
batteries are in peak 
condition, otherwise the 
cassette motor will run 
slowly or at varving speeds 
and destroy the validity of 


| the output signal 


Three: Unwanted frequen- 
cy interference, such as may 
be occasioned by the high 
tension on televisions Or 
where eleciricity supplies 
are in constant use by 
various appliances especial 
ly those using electric 
motors like hair driers, fans 
etc; and aiso where houses 


| are fitted with dimmer 


switches, whichcan chop the 


| Frequency. Anyone ora 


combination of these 
siluaiions can cause poor 
loading — and of course a 








| 





| trouble at CRASH, most of 
them do foad first time. À 


JUST REMEMBER... 





tired electricity supply can | 


the same. 

Four; Usually the main 
problem which causes poor 
or irregular loading is badly 
aligned tape heads. Most 
makes of cheap domestic 
tape recorder do provide 
some means ofadjusting the 
azimuth of the head [the 
angle of the tape head to the 


travel of the tape across it - if | 


this is not precisely at a right 
angle to the tape, the signal, 
and especially the tape bias, 
will be distorted), The head is 
usually adjusted by means of 
a small! screw on the top. 
Some recorders provide a 
small access hole through 
which to stick the screw- 
driver, others will require the 
casing to be removed to get 
at the heads. Adjusting the 
angle of the heads can be 
done while a computer game 
cassette is playing back. 
Have the volume set at three 
quarters level and twiddle 
the screw up or down until 
the clearest, sharpest sound 
is achieved (usually, a very 
high prtched squealing). For 
goodness sake, don ! 
attempt this, especially tÉ Tt 
means removing the casting, 
unless you know what you 
are doing, or someone who 
does, is present, otherwise 
you could risk an electrical 
shock, [must say, in all fair- 
ness, that although some 
hyper loaders have given us 


Dear CRASH, 

ld like to OEA to the letter 
written by a certain Mr. 
Robert Holmes in the 
November issue. | was most 
annoyed to hear this man 
bring down Ultimate in the 


way he did, and'to quote, 'lt's | 
ant ly a program, not the Holy. 


My v argument 15 this, 
Pre ido take note). Along 
time ago, when the ZX81 
was in need ofan update, the 


| agaidd átrived from the 


| then 


bunch doven at Sin- 

ag managed to obtain my 

rum and was very 
in o with it. Colour, 
sound, good graphics, | 
thoui ht this was fantastic, 
pectrum software 
arrived, perhaps the first 
outside Sinclair was 
Bug-Byte's Spectral 


| invadlers, butthat doesn't 


matter. Anyway the first 
batch of games were bril- 








bad recording should be 
easily spotted by an exper- 
ienced ear, by listening to the 
signal beforehand, thus 

Sê vo 4 a lot of wasted time. 
Another point isthatwe have 
noticed recentiy that the 
level of signal on tapes is 
higher than it used to be and 
the three quarter level may 
prove too high — set volume 
so that the signal heard 
through the Spectrum is just 
audible. Make sure your mig 
and ear leads are connected 
property and avoid passing 
them too close to the TV set. 
DON'T leave cassettes on 
TVs or on audio equipment 
as the magnetic held can cor- 
rupt the code on the tape. 
DON'T leave cassettes on or 
too near the Spectrum 
either. DON'T leave cas 
settes in the recorder. in our 
experience, AVOID buying 
the so-called “computer 
compatible cassette 


recorders, and go for a bog- | 


standard one. Our Hitachi 
[RÔ-289 has proven ultra- 


"reliable over 18 months of 


constant use, and it has had 
harel X any maintenance, 
which goes to show that iFit 
Is properly set up to start 
with, it needs little doing to it 
afterwards apartirom a head 
clean. fyou follow these few 
points properly, you should 
have no rea! problem 
loading any commercial 
software on the market 
today. 

LM 


| liant, simply because we 


“didn't know any different 


except for wastinc money 
down the arcade. É vthis 
“first batch' | mean games. 
like Orbiter, Hungry Harace, 
Winged Avenger, all bug- 
ridden, weedy graphics, 


“Character movement 


ob lg (except Horace) 
a beep here and there, 


“anda joystick option if you 


were lucky. By today's stand- 
ards these are pretty poor 
otferings and CRASH would 
onty give 30-40% for these 
garoa; sol suddenty, 
ose people from ipesboção de- 


| la Zouch (Ultimate) brought 
“us Jetpac — brilliant we 
| thought— great colour, 


sound, smooth graphics and 
the first real Ioading screen. 


were ahead oftheirtimebya 


| Couple of years, Imean if 
Jetpac were released todayit 


would-still get 20% plus in 








OVERALL 
RATING 


Dear Sir, 

Firstly, may | congratulate 
You on a very informative 
and interesting magazine. 
However, | would like to 
make one shghteritieism 
about your rating scheme, 
The problem lies with the 
Overall rating which you 
give as an average of all the 
other ratings. 

May | give as an example 
of my point your review of 
Carpet Capers which 
appeared in issue 6. While 
do not doubt that the game 
itself is very poor, the idea 
for the game is good and 
thus the originality rating 
should be high. However à 
high originality rating would 


RE have made the overall rating 


much higher than the 14% it 
did receive, 50 you gave 
originality N/A, which | can 
only take to mean Not 
Applicable. 

This has also occurred on 
other games where you have 
perhaps given ratings a little 
higher or lower percentage 
than they deserve just to 
keep the Overall rating in 
keeping with what your 
revigwers think it should be. 

May | suggest then that 
vou do not make the final 
rating an average of all the 
others but that you keep It 
totally separate and mark it 





your reviews. They didn't 
stop there either, Pssst came 
along, then Franz Arm and 


| the underrated Cookie. Even 
more amazing was that 
| these games were 16K and 


other companies couldn't 
touch them with 48K, 

Next came the 48K series 
from Ultimate with Lunar 
Jetman tor as the Currah 
Microspeech likes to callhim 
— Jetmon). | thought Ati 
Atac was great and | still 


| né Ss itto this day. 
To putitall shortly, Ultimate | 


| that companies are reaching 


t has only been recently 


Ultimate 's standard, but Ult- 
imate still produce the most 
professional Number 1 


| CRASH sig mp them. 





when Ocean were a mere 


| were a smoulder, when 


| next advert should be three: 
| miles by six miles or if they 


| metead. 


| name Ultimate, think about 


| ar their games! The next 


| anotheraspecto! joysticks... 
LM | 


as you would the other 
categories. 

Andrew Bell, North Anston, 
Sheflield 


The review ir question jand 
the issue) did have a rating 
for originality and, as | have 
mentioned elsewhere in this 
column, it was dropped as 
being completely 
mnoperabie, However, the 
ilustration of his pointthat 
Andrew gives |s very goo9, 
and under!) ines what is 
Wrong weth the av er agr d-outh 
Overall rating on t 
FEVIEWS. You are goiita right; 
fa game is absolute rubbish 
but has a brilliant front end 
and lovely packaging wilich 
gives ita high Getting 
Started rating, then the 
Overall figure goes far too 
high and gives a misleading 
impresston. Although this 
issue's reviews are rated on 
the old orinciole of the 
average Uverall rating, the 
March issue [ tálwillbe done 
aiterentiy, each reviewer 
giving an overal Ii tigu re 
considered suitable for the 
game in general. Thanks for 
the push Andrew. 

LM 


| Spectrum games. 


Imean, Ultimate were 
producing high class games 


drop, when Creative Sparks 


Microsphere were on push- 
bikes and wher Imagine. 
were deciding whether their 


should produce a game first 
So next time you see the 


what good they have done 
for the Spectrum and con- 
gratulations to lhe widely 
recognised ACG team (who- 
ever they may be), and to 


lan Howell, So 
Wootton, pd id 


Quite righttoo! And don't 
bo itimate were the 
ople who melted joysticks 


writer 15 a bit puzeled about 
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HOW COME? 


Dear Lloyd, 
| - Could'you please explain 
this; in your Battlefield Joy- 
stick article (November) you 
said you used the CBM 64 
bd of Daley 
hompson's Decathton 
because it is much tougher. | 
ace. because | also own a 
BM 64 


But later on, on the same 
page, it is stated that it was 
the Comcon Programmabile 
Interface from Frel Ltd. that 
jou used for the joysticktest. 
| But as far as my knowledge 
goes, | do not use any Cor- 
con Interface on my CBM 64 
because the computer will 
not accept the interface, and 
has its own joystick ports. 
Can you also tell me who 
copa areonthe CRASH 
HOTLINE page, as you have 
never told us, By the way, | 
own a copy of'the first issue 
of CRASH. | don'tknow why 


| think it's crap, but don't get 
the idea | will give itaway. No 
way. I'd like to keep all the 


. Marhar Khan, Edinburgh. 


To be fair, Marhar had much 
nicer things to say about 
later issues of CRASH in his 
letter than he had to say 
about issue 1 [1] but lonty 
used some bits of the letter. | 
think issue lis lab, and ifl 
could AS my hands on a 
copy ld be pleased. Batite- 
Held Joystick. Quite right, of 
course, Commodores don't 
need programimable inter- 
faces ot any sort for joysticks 
— perhaps the articie dion t 

| make it very clear. The CBM 

| 64 version of Decathlon was 
used for the endurance and 
strength test on the joysticks. 





Alithe other tests were made 
using the Spectrum and 
that's where the Comcon 
interface Fides in. The n 
peopie who appear on the 
MOFLINE pa jes are various 
members of the CRASH 
reviewing team who all live 
inórargund Ludlow and are 
now unmanageab!y big-- 
head after apnearing on 
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do 
URSS; 


aswellas Decathlon. 


where nm Essex 


| everybody is after it because | 


“(including the MSX!!!). 
| Because of this, my obvious 


A BIT OF 
PIRACY 


Dear Lloyd, 

Todo my bitagainst piracy 
| thought | would send you 
Hus cutting from Sineialr 

| magazine. When 

vou ve finished with it, pass 
ton to Ultimate, Quicksilva 
or Melbourne House. Em 
sure they would be interes 
ted in it. 

Lunar Jetman, from some- 


f k / EI [ah + f 1) Hg W x E) i f EG: E i Ê n í 1 t ! 
f A | Ea : Í ) , í Ji ] e ! : He | fr | a ! A 
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Dear Mr. Mangram, 
| am a Spectrum owner, 

and like many ofthe ilk | am 
dedicated to my machine — 
not wishing to read about 
other machines and their 
games and always assured 
of the superiority of the 
Spectrum over other 

ersonal computers 


choice of games magazine is 
CRASH, because it provides 
a concentration of news and 
rêvigws on only Spectrum 
"iso Laiso subscribe to 

CG because, to my mind, 
that magaz.... [Censored! 
We can't have this sort of 
thing in CRASH!)... And so 
to the point of my letter — 
the improvement of your 
magazine (which in theory 
offers the most). Here are my 
suggestions: 


1. Hall of Slime — this spot is 
generally a joke — lists of 
names with often ludicrously 
large scores and no 
verification. My suggestion 
is to categorise scores 
according to game, 
including, say, the top ten 
scores. 


2. Playing Tips — let'tips be 
the main features, eg HOW 
TO DEFEAT DOOMDARK'. 
Here, tips from editors and 
readers could be 
consolidated to the benefit of 


| mentionofa gametitle being 


“ etitions etc, together for ease 


Oxon. 


| comments. Obviously the 
Hall of Slime is a bit of fun 





the pb player. Thus you 
could encourage readers to 
send in all tips and pokes etc. 
This would stop letters with a 


printed under Playing Tips 
which is the situation at the 
moment. 


3. The Hotline — in my 
opinion, is not as good an 
idea as a monthly Top Forty. 
Many people | know would 
like to know which games 
are selling best rather than 
what other people think are 
best. Perhaps a sales chart 
could be published 
alongside the readers" poll. 


4, General — could you 
introduce more articles on 
software houses, program- 
mers, previews etc. You 
could put all reviews, comp- 


of reading. Could you lessen 
the advertisements of 
uneccessary things, eg. adv- 
ertisements of your own 
magazine? 


However, let this letter nut be 
full of criticism (albeit constr- 
uctive). The length and depth 
Of your reviews is compar- 
able to le magazine. The 
number of competitions Is 
very nice. Your covers are . 
excellent. The Piracy Dossier 
was an excellent idea and the 
comic strips are superb. | 
hope, ifthis letter is not 
published, it at least serves 
some use in the improve- 
ment of your magazine from 
very good to excellent. 

R | White, Witney, 


Quite à few points there, and 
here are my personal 


rather than a dead!y serious 
business, though nota joke, ! 
would say. The logistics of 
actually organising the 
enormous amount of 
incoming scores under game 
headings is frightening 
Another point against it is 
that each hi-scorer expects 
to see his or her name and 
address for the score 


StOad Ang as we 
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| claimed. |f, as many do, 


people send in scores for ten 
or more games, there would 
be more names and 
addresses than hi-scores 
using your solution. 
The Plaving Tips section is 
being slightly reorganised 
with Robin a taking care 
of it, and I believe he's 
intending to do more or less 
what you have suggested. 
The trouble with Top sales 
charts, is which do you | 
believe? They all differ dram- 
atically. Lots of them are 
artificial in as much as they 
reflect wholesales rather 


| than retail [ie. what the 


distributors want to see 
ço rather than what 
actually is selling). Perhaps 
the most reliable is the 
Gallup, but its monthly 
schedules don'talways fit 
those of CRASH, and the 
results would probably be 
late. As is made clear, our 
Hotline does not reflect sales 
but po ularity, and as such 
we believe it has its Own 
peculiar value noi only to 
readers but also to software 
houses. 

An increase in general 
articles is definitely on the 
cards Fm tola, but |! would 
have thought, in comparison 
to other magazines, CRASH 
already contained a fair 
amount of such. On the face 
of it, the idea of clumpirg 
reviews, competitions, 
articles etc, seems like à 
logical and sensible one. 
Untortunately it leads to a 


| very comparimentalised 


structure of the magazine 
which can become leader 
and uninteresting to read. 
The modern trend in 


| magazine design has been 


away from logical groupings 
tor the sake oflivening up 
design. As to ads for CRASH 
magazine, there is usually 
only the subscription ad and 
a smalif one for back 
numbers, both of which are 
vital to the magazine, and 
very useful for readers. 

Anyway, thanks for the 
ideas, some ot which, as you 
can see, we are considering. 
LM 
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“ALIEN 8” recommended retail price 49,95 imc VAT 
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If you've ever been taken in by the office-set brigade 


who, clad in the pinstripe uni 


managing a lap full of work by the time the train gets 
to Waterloo, now's your chance to join them (and lick 


them). Forget boasting about the Wordstar, Lotus 1-2- 


3 and Open Access mumbo jumbo, leave that to the 


porta kids with their IBM's, Apricots and Olivettis. 


et your photon-damaged and  laser-blasted 
Spectrum out of the cupboard and load Mini Office, 
the next best thing since mini-skirted nail-varnishing 
private assistants.... 


Heck, anybody has heard about wordprocessors, databases 
and spreadsheets. Everybody knows that halfthe office staff 
gets made redundant, typewriters get chucked out of the 
window, and filing cabinets get converted to drinks bars. 
Word processors, sure they create neat, intelligent and tidy 
letters (even if a dumb blonde types them in), Database 
prevents you from mixing up your girl- or boy-friend's phone 
numbers, spreadsheets help managing directors create a 
false rosy vision for the future when a larger bank facility 
(Corniches cost a fortune!) is required from the forever 
doubtful bank managers and the graphics help visualise the 
great con-tricks. Sure, everybody needs computing power in 
the office, even ifit costs an arm and a leg. The software alone 


"can setyou back anything between £600 and £2000, but think 


of the savings in time and salaries, The secretary, who used 
to type out your hand-written or dictated letters, will now be 
able to handle all the mail-outs, keep the files updated and 
still have enough time to make your coffee. But how do these 


| programs actually work and why does the suave secretary 
manage to keep her boss so happy and yet look so unruffled,. 


why does the boss think the world of her floppies and why 


| does he succeed in his wily ways without ever dropping a 


boob or creating a major flop, why does the bank manager 
fall for the bait and still manage to feel quietly confidentand 


| happy about it, who monitors the drinks-infested filing 
| cabinet and where does alithe booze go to, and why doesn't | 
| anyone get killed by flying typewriter-debris.... 


he answer to these and many more questions can be 


| found in this article, which accidentally was produced on a 
word processor. No, not by a secretary nor has anyone been | 


seen near the filing cabinet. 

To help answer all these formidable questions, Database 
software has come up with a truly olympic feat: Mini Office 
replaces the traditional doll's house and provides the back-up 
for an entertaining office game for the priceofamere 5.95. 
The idea of the game is notto imitate the big boys and girlsin 
the office, but to get the hang of some of the facilities offered 


by the automated office. This includes a word processor, a | 


spread sheet and graphics facility. That these disciplines can 
be performed so well on the 48K Spectrum, is a compliment 
to Database. Serious users and particularly small businesses 
may well want to use the program in earnest, but the limit- 


ations come with the existing Spectrum hardware. It is for | 
this reason that Mini Office only caters for 32 column wide | 
printers such as the original ZX printer or the more depend- | 
able Alphacom 32, Mini Office does not provide an output | 


facility for 80 column printers via an aftermarket Centronics 
interface, so the field is left clear for the ubiquitous Tasword 
!f to clear up the 'professional' applications. Mini Office 
comes in casseite form and storage of textfiles is via the 
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rm of the City, whisk | 
into the 9 o'clock commuter train and whip their. 
Epson portable out of their elegant leather briefcase, | 
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cassette medium. While this should not be a great handicap 
in respect of loading and saving time for a medium sized 
letter, the user can quite easily convert Mini Office to micro- 
drive and so gain faster access to his or her files. Database is 
quite clearly marketing Mini Office as an educational prog- 
ram and with this in mind it has generated a program: for the 
basic hardware configuration. 





PROCESSING WORDS 


lf you write a letter or report, you usually have to be very 
careful not to change your mind about something you've 
already written, or not to just clumsily make a typing error, as 
the correction with Tippex will always look a mess. With a 
word processor the entire creation of the document is made 
on screen, not on hardcopy. This means that any errors can 
be erased and modifications written until the entire docu- 
ment is satisfactorily completed. As the word processor has a 
memory, whole chunks of text may be stored and relocated 
or inserted within the document. The word processor can 
look for the occurrence of a particular word (string) and re- 

lace it with another. Professional word processors such as 

ordstar, Super Writer etc. have a tremendous amount of 
special facilities and the usefulness is only limited by the 
user's prowess Of gaining access to all these operations with- 
out consulting the operating manual for hours. Once the text 
has been edited, the document can be outputto a printer and 
voila, a neat and tidy letter appears. Multiple copies? Any 
amount required and the text can be stored on disc for later 
Use. 

Database's Mini Office word processor is a scaled down 
version of the real thing and vet it contains all the main 
features of any self-respecting word processor. Once loaded 
or pressing Break (Caps Shift and Space) anytime during the 
program, a list of all the available features is displayed and 
these can be accessed with the keys 0 to 9, 

Tselects the editing mode with double size screen characters 
and 16 characters per line. This option may be used for 
educational purposes in classrooms etc. or when Romeo 
wants to write a letter to Julia (Too much sex makes you 
shori-sighted). 

2 selects the normal-size character editing mode with 32 
characters per lines. 





Electronic writing paper 





O 


Pressing option 1 or 2 will display your “writing paper' on | 


screen. In the middle of the screen there is a Start and End 
displayed which marks the beginning and end of the doc- 
ument. The text to be written will sit between these two 


markers. To keep you on tenterhooks, three values are displ- 


aved at the top of the screen and are constantly updated. The 
total edit time that has elapsed, the number of words written 
and the number of characters that can be keved in before the 
memory 5 full. Pressing Caps Shift and 3 in editing mode will 
compute the typing speed in words per minutes for the 
present text file based on the number of words in the file and 
the total time spent in the editing mode. These values are 
saved with the text file so that the correct typing speed can be 
shown for a particular file when created over several editing 
sessions. 
3 selects the printer option. Several formatting parameters 
may be chosen. These include the number of characters per 
line (between 5 and 32), the width of the left margin in char- 
acter widths and the character size bearing in mind the over- 
all limitation of 32 character widths, paged mode with a 
selected number of page lines and display of the page 
number. Paged mode will take into account any end-of-page 
markers inserted in the text with Caps Shift and 9. If paged 
mode is not selected, then page end markers are ignored and 
printing |s continuous. 

The text may be previewed on screen with the chosen 


| format, although only with normal character size. The 


review can be interrupted and restarted by pressing any 
ey. For the actual print-out there are 3 different print char- 
acter sizes to choose from, normal, double-height, double- 
height and double-width characters. This together with an 
alternative character set (option 9) enables up to 6 different 
character styles to be used. There is no provision for print 
commands within the text, so the individual styles cannot be 
freely mixed within one print-out. 
4 enables the Tab key to be set. There are four tab values and 
these have to be selected in ascending order. Once set, the 
Tab key in editing mode (Symbol Shift) will move the cursor 
to the next closest column position to the right of the cursor. 
Option 5,6 and 7 enable the saving, verifying and loading of 
the created texi to and from cassette. The text file requires a 
title for saving. No merge facility is available, so a document 
cannot be assembled by loading several existing text files. A 
text file in the working area will be destroyed when loading a 
file from tape. 
8 is a help facility and enables all the editing functions to be 
reviewed for consultation. 
9 replaces the normal Spectrum character set with a more 
bold face. The special face is very appealing and much more 
readable. Although the character sets may be toggled to and 
fro, practice will show that the special face will be used most 
of the time, as the printout on the ZX printer and the Alpha- 
com 32 is much stronger and more readable with this face. 
O erases the file in memory and this action is secured with a 


| confirmation request prior to the execution. 


In editing mode, all the editing functions are obtained by 
pressing Caps Shift and key. 5,6,7 and 8 represent the cursor 
controls,0O is the character delete key, 3 displays the typing 
a 2 is the Caps Lock key and Symbol Shift represents the 

ab key. 4 enables a section of text to be copied to the cursor 


position. The destination point for the copied text is located | 
with the cursor in position and Caps Shift 4 pressed. Nextthe | 
cursor is positioned to the start of the text to be copied and | 


the Copy key (Caps Shift 1) pressed. This displays the line of 
text to be copied at the top line of the screen. By pressing the 
Copy key repeatedly the text will be copied character by 
character to the required location. The left and right cursor 
controls move the line of text being copied. The rest of the 
keys behave normally, inserting text at the current cursor 
point. Caps Shift 4 kills the Copy function. 

The functions supplied, although very limited, are suf- 
ficient for general word processing use and the access to the 
various functions is excellent. This enables the user to get 
acquainted with the program within minutes and this is 
sometimes more useful in a program than a large library of 
hidden functions. It is however a pity that no find-and-search 
facility has been provided, as this can prove rather useful at 
times. 





ELECTRONIC FILING CABINETS | 


You need more than a power cord to convert your filing 
cabinet into a powerful Database. Your girlfriend's (or boy- 
frignd's) particulars are probably stored in alphabetical order 
of surname and if you want to examine Koo's statistics, you 
will find the record under the main heading S and the file 
name Stark. If you can't remember her surname, you had 


better cut back on the amount of friends you have, as you will | 
not be able to find the record unless you go through the entire | 


filing cabinet. The database program enables you to find a 
record using any particular from the record as a search 


parameter. In the unlikeley event of knowing two different | 


Koos (not KRookoos), you may include the colour of her eyes 
in the search parameter. If you are considering throwing a 
party, you may extract a list of all suitable friends (young, 
entertaining and attractive), but important is that all these 
details are stored under individual fields in the database. ltis 


important to this purpose that when the database is initially | 


set up, ali the search parameters are considered and separate 
fields for all these pieces of information created. These fields 
are all linked to the one record. They can be either of the 
numeric or the string type. On a sort the records will be 
displayed or printed in alphabetical or numeric order of the 
selected field. With this in mind getting started on the data- 
base program is straightforward. 

The structure of the record has to be set up. Selecting 
option B (Setup New File) from the menu the program 
requests the amount of fields per record, Each field is given a 
name such as NAME  ,ADDRESS,  EYECOLOUR, 


- ENTERTAINVALUE etc. For each field the type and the 


amount of characters has to be entered. À summary of the 
record structure is displayed and amendments can be effect- 
ed. The structure size determines the amount of records that 
can be stored within the memory area and this together with 
the number of records already entered is displayed at the 
bottom of the menu. At any time the field structure can be 


called up using option D (Field Summary). The records are. 


entered with option € (Add Records). The records can be 
listed with option F. Start and end record may be input and 
the first record will de displayed. Pressing IN will allow you to 
move to the next record, Pressing A will allow you to alter the 
displayed record, pressing D will delete it. M will return you to 
the menu. Should Koo decide to change her address, the 
record may be modified directly from the menu screen with 
option E. 
Unlike the word processor program DEASE offers the 
ossibility of replacing a given string or a par-string in a field 
or another new one (option H). What makes the database 
program stand out is the powerful field search (option G) and 
murlti-field sort facility (option |), which provides fast access to 
individual records. The search parameter can be any of the 
record's field contents. lfthe field-type selected is a string, the 
program will search for any record containing a field with the 
characters identical to the search parameter. Ifhowever you 


The display corner of the vast spreadshest landscape 
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| smaller than the parameter or for values between a given set 











want all the friends listed who have blue eyes, the program Program: Mini Office Retail Price: £5.95 
will not find the friends with dark-blue or light-blue or baby- | Producer: Database Author: T. Williams 
blue eyes. To include these as well, the search can be made Memory required: 48K 

for a part-string blue, and the program will trap any record 

containing amongst other things the character sequel blue, 
For a numeric field there are four options. À search can be 
made for a specific numeric value, for a value greater or 












of parameters. Similar to a filing cabinet system the records 
can be sorted into numerical or alphabetical order of any 
given field or fields, but at a fraction of the time. Up to 4 
different fields can be used simultaneously in order of priority 
and the sort can be done in ascending or descending order. 
The records may be examined afterwards by listing the rec- 
ords in their new order. Option J provides the facility for 
storing the current file on tape with or without a Verify. 
Option A loads existing files from tape. Option K is an exit 
from the database program with the option of saving the 
current file. | 

Dbase is a very easy touse and should demonstrate wellthe 
capabilities of a good general purpose database program. 
The amount of records that can be stored is considerable and 
ce mea with a large amount of records demonstrates the 
power Of the program over conventional filing systems. At 
the same time the user learns that the setting upofthe record 
structure should be carefully planned, so that maximum ace- | 
ess can be gained to the individual records. Not all filing 
systems are worth converting to database format. A tele- 
phone directory will not benefit at all, as the access is always 
via the same field (Name) and in this case searching for a 
telephone number may prove to be more time consuming 
with a computer than with a proper telephone diary, especial- 
ly if the database program has to be loaded first! 




























GRAPHICAL ILLUSIONS 


The graphics program is an extended facility of the spread- 
sheet and can only be used with the datafiles created from the 
spreadsheet program. It can be loaded from within the 
spreadsheet program or directly from Basic. The spreadsheet 
file name must be entered, the datafile loaded and the row 
number of the row to be displayed to be entered. Pressing 
Enter at this stage will display all the row labels ofthe spread- 
sheet so that the right selection can be made. Next the 
program requires a decision on which columns are to be 
included in the graph. With all this information, the program 
displays the graph menu. 

Craph provides three types of diagrams. In true business 
style there is a histogram, which is an excellent three- 
dimensional bar chart, the obligatory pi-chart (a piece of 
cake!) and the conventional X-Y graph. All three graphs are 
very well executed and give even the most absurd results à | 
professional appearance. No values are displayed in either of 
the graphs with the exception of the X-Y graph, which indic- 
ates maxima and minima. 

The menu does provide an information option, which dis- 
plays a table of all columns egos with their absolute and 
relative values and their total. This together with the graphs 
can be printed out with option 8 of the menu, Processing 
further rows is done with option 5, which provides a new 
selection. Similarly a new spreadsheet data file may be 
Inaded from tape with option 6 or if completed, spread sheet 
may be reloaded for further calculations. 

The four programs Word, Dbase, Spread and Graph are 
clearly explained in a 32 page cassette-size manual and 
sample datafiles are supplied for Dhase, Spread and Graph. | 
Miru Office offers an excellent introductory business package 
for the uninitiated. Similar to the emergence of the low-cost 
£X81 in a high-price home computer market Database has 
cut a lot of corers at the design stage to allow a rock bottom 
entry level into business software for anyone owning a 
Spectrum. And yet the programs can be used in earnest 
within the limitations of the basic Spectrum computer. 
Anyone seriously interested in joining the grey Epson 
brigade or intending participating in the office revolution, 
should read this booklet and practice with the programs on 


84 CRASH February 1985 








Bar, Pi, amd X-Y charts for everyone 
iii nina eee q ne É a 


offer. Three things will emerge from the experience gained. 
Although the word processor does save quite some time over | 
the conventional method, somebody has to still key in the 
same amount of text as before, The same goes for the data- 
base. The program can only output so much information as 
has been input by the user in the first place. But if the hungry | 
database is fed regularly with the required dosage, it will 
reward the user with an enormous wealth of print-outs, 
which would not be possible on a manual basis. This leads to 
the-third point, The office world seems to be heading towards 
a paperless future. This may be true, but with programs such 
as word processors, databases, spreadsheets and graphics at 
one's fingertips the chances are that the printer paper will be 
piing up high and fast on your desk-top. | 
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Elmm.. 





it was inevitable after the somewhat undramatic arrival of 
the two new Ultimate pu that CRASH would be 


swamped with letters 


rom arcade supremos willing to help 


you and me on these two fab games. Luckily for me and my 


sat most ofthe letters were v 
ve you the tips on how to master UN 


similar, but before | 
NDERWURLDE and 


KNIGHTLORE. I've been told by the propio in reception that 


some of you have been having prob 


ems with the LUNAR 


JETMAN poke in my POKES CORNER from the Christmas 
Special, but Imust tell you that there is no point phoning me 
up at CRASH before 4.15 pm about pokes problems because 
therei is this stupid little law which stipulates that lhaveto go 


to school five days a week. 


Anyway, I've dug out this 
poke for Lunar Jetman sent 
in by Samuel March. | can't 
| quarantee that &t will work 

because | haven't had 
enough time to check it out 
(he spends so much time at 
the drinks machine —LM), 


| 20 POKE 23693,71: CLEAR 
57 


327 

30 INK 0: FOR a — 1TO 4: 
PRINT AT 6,0: LOAD " 
CODE: NEXT a | 

40 POKE 23439,201 

50 RANDOMIZE USR 
23424 

60 LOAD " "” CODE 


70 POKE 43150,10: 
USR 32768 


PRINT 


Now onto some tips for 
Underwuride as sent in by 
Glenn White of Portsmouth, 
who writes: 


To pass the guardian with 

| the horn on its head you 
need the bow and arrows. To 
rg the guardian that looks 

ke an earwig, you need to 

shoot it with the sword. Both 

| ofthese can be found in and 
around the caves but not al- 
ways in the same place. 


Also on Underwuride C.C. 
Beardah of Derbyshire for- 

| warded us a map of the 
game which will be entered 
into the map competition. 
He also offers tips for irate 
players. 


There are fourweaponsscat- 


tered about the maze. You 





start with the catapult in the 
initial room and mustfind 
the others to be able to pass 
the three quardians. The 
bow gets rid of the horned 
guardian, the sword gets rid 
of the beetle guardian and 
the torch gets ridofthe devil. 
However, finding these 
weapons is not easy because 
they are arranged in different 
places most games (except 
the catapult which is always 


| in the same place). But as 


with the pieces of the Amulet 
in Sabre Wulf, there is order 
to the madness. When you 
og pass the last guardian 
(the devil) there are quite a 
few spare men waiting in the 
upper reaches of the castle. 
One of the keys to success- 
fully completing Under- 
wurtde is your use of the 
ems and remember that 


| time is ticking away faster 


when you are falling. Finally 
there are three exits from 
Undenrwuride and each one 


tells of a different game, so it | 


looks as though there are 
going to be at least five ad- 
ventures for ourhero, Sabre- 
man. 


Well that should help any- 
body having problems on 
Underwuride, but now onto 
some tips for Knight Lore 
from Chris Colese!ll, he of 
Sabre Wulf poke fame: 


| When jumping over things 


ate where you have to drop 
np press jump and 
lect together and you 


Robin Candy's 


PT 
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After a few months of moaning LLOYD MANGRAM, he who 
is underworked and overpaid, has managed (with help from 
the Oli Bugs of course) to press gang some poor dumb | 

into siena À his (almost non- 
existent) workload. So here | am writing t 








reviewer [namely myse 


should have jumped overthe 
obstacle but stillhave the 
object credited to you. lt 
takes time to get used to 
doing this, but when you 
have finally got the knack of 
doing it, it proves very use- 
ful. Also on Knight Lore 
when you enter a room with 
the wizard in it, you must be 
Sabreman or a spell will 
come outof the cauldron and 
attack vou. If you are Sabre- 
man; then the cauldron will 
flash the object you have out 
into ft. 


Well that just about rounds it 
up for Underwuride and 
Knight Lore, so it's on to 
some other games. This 
month's post seems to have 
fallen into four broad categ- 
ories — tips for Ukimate's 
new games, tips for Skoo/ 
Daze, tips for Avaion and fin- 
ally tips on how to complete- 
ly finish off Pyjamarama and 

et yourself red forthe 

low-up, Life of Wally. But 

first some tips for Skoo/ Daze 
as sent in by Marc O'Brien of 
Wiltshire: 


In geography, sometimes 

there are too many kids and 

Pag keep getting lines from 
r.Withit because other kids 


| keep knocking you off your 
| chair. To stop getting lines 


when Mr. Withit enters the 
room, follow him to the end 
of the room and Mr. Withit 
will turn around and start 
teaching the class without 
noticing you standing 


| Boro 


| to the Head's office to tell on 


| seat, and that way you don't 
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behind him. Also, here are 
some of the dates of battles 
as mentioned by Mr. Creak: 
Shrewsbury 1403 

Poitiers 1356 

Sedgemore 1685 
Hastings 1066 

Trafalgar 1805 

Balaclava 1854 

Yorktown 1781 

Evesham 1265 

Lexington 1775 

ino 1812 

Ledanto 1571 

Flodden 1513 


(Good grief! I turn my back 
for two seconds and the 
damned thing's turning into 
a history tesson!-LM) 


Shut up, Lloyd. Also on the 
subject of Skoo/ Daze, Jamie 
Samath of Swindon writes: 


tplaytime, ifsome little boy | 
E s you that SWOT is going 


vou, then quickly run to the 
stairs on the bottom floor to 
the right. You will see SWOT 
coming down the stairs from 
the fire escape. Now all you 
have to do is justbeat him up 
until lessons start again. 


Well that sounds like fun to 
me, anyway, Jamie goes on 
to say: 


When in the Reading Room 
always sit at the back be- 
cause none of the other kids 
try to sit atthe back, so you 
won't get pushed offthe 


















get any lines either. 


All the shields on the top 

| floor can be got by jumping 
atthem, allthe shields on the 
middle floor can be got by 
knocking a kid over and then 
jumping on him, and all the 
Shields on the bottom floor 
can be got by knocking over 
| a teacher then getting a cata- 
| pultto bounce off the teach- 
er's head, thus hitting a 
shield. 


 Wellthose are alithe tips I've 
got for Skoo! Daze at the 
moment. lt seems to be one 
of the most sadistic games 
available what with knock- 
ing teachers over and 
beating up other kids (well 
everyone seems to enjoy 
doing that sort of thing). 
Now onto a much more 
peaceful game Avalon, 
which seems to have 
brought with it a multitude 
oftips, but first this one from 
John Harris of Leicester: 


On the Gatehouse level, just 

| find yourself the servant 

then together look for the 

small key which you can coll- 

ect by walking over it. Keepit 

in your rucksack. Later when 

| you find the chest in the 

| FOom, use your servant with 
the small key to open the 
chest, which contains a large 
key. This will open a door 
that leads to a tunnel. The 
tunnel leads to a main room 
that contains many doors. 
The doors lead to the 

| Caverns of Doom where 

| Warriors throw things at you. 
(almost as hospitable as 
Lloyd Mangram -RC) Altern- 
atively you can go to the 
Mines of Madness. You will 
find new objects to collect, 

| Warning: there are scorp- 

| ions in bottles which attack 

you ifyou release them, but 

in some bottles there are 

keys. 





stead explains the mystery 
ofthe materialising warlock 
that appears in the first 

| room: 





Give objects to the warlock 
who occasionally appears. 
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| Steve Ridge of Hemel Hemp-. 


ap?” >» 
«pr4fP 
é. 


He will (as well-as firing the 
odd thunderbolt at you) give 
you a flashing star. Get the 
servant to place this star on 


| the white star which appears 


in the second room and the 
star will change. Ifyou now 
move Maroc over this star, 
his energy will be replenish- 
ed. There are one or two 
other objects which can also 
raise you energy, one being 
under a mattrapdoor. The 
purple fish are just red herr- 


| INgs so lgave them alone. 


Hammers can be used to 


| break or move objects. 


Now onto the complete 
solution to Pyjamarama as 
sent in by hundreds of other 
people all proclaiming that 
they were the first to 
complete this fab game. The 
first le | head of 
completing Pyjamarama 


were way back in mid-- 


October, so anyone later 


| than thatwereno way near 


being the first! Anyway, 
onto the final solution, 
which was sent in by Robert 
Nelsan of Northumberland. | 
chose his version because it 


"was easier to understand 


than most others (we 
CRASH employees only 
have simple minds). [Speak 
for yourself LM) 


1) Follow BARRY JORDAN's 
tips from the December 
issue of CRASH. 

2) Ta get the scissors get the 
ignition keys then slide down 
the bannistertogetthe crash 


| helmet. When you have got 


the crash helmet get the 


' library ticket and exchange 


this for the library book. The 

combination ofthe crash 

helmet and the library book 
will allow you to get the 

SCISSOrS. 

3) Well, Wally, with that done 
Ou now have to put the 
ELP button ON, which 

makes a tea chest appear in 

the room with the box key. 


4)0,K., Wally, you now have | 


to go to the room with the 
box key and balloon in it 
(making sure you've still go 
the scissors) and touch the 
balloon (sometimes you 
have to go back round and 


| putthe HELP back ON). The 
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balloon will take Wally up, so 
allyou have to do now is 
id along and get the box 
Key. 


y 
5) Go to the kitchen and vou 
can now swap the box key 
for the magnet. 
6) Well, Wally, with that done 
the rest is simple (?) Goto the 
moon, where you have prev- 
iously left a full laser gun, 
walk into the next room and 
jump at the magnetic lock 
and the bars guarding the 
ciock key will disappear. 
Collect the clock key and 
make your way back to the 
clock avoiding the various 
little nasties. Touch the clock 


“and you've completed the 


game (though you may not 
receive 100%). 


Well that should help all you 
p r Wallies out there still 
aving problems with Pyja- 

marama 


Many people have written | 


in on how to getto level 2 or 
3 on Kokoton! Wilf without 
having to go through the 
previous level(s) by pressing 
either 2 or 3 before you start 
a game. Well we at CRASH 
knew about this feature 
before the game was 
actually released because 
Elite built it in for CRASH 
because we said it would be 
better that after you had 
completed a level you were 
given a code so you could 
skip that level next go (like 
Wheelie and Skyranger). 
Sadly Elite misunderstood 


| us and built in a feature so 


you could start straight 
away on level 2 or 3 without 


| even bothering to look atthe 


other levels. Also, many 
have enquired about a demo 
on Kokotoni Wilf. The truthis 
there isn't one, our copy was 
a al E ad made up 
of SCREENS from the game 
so we could take photos 
from later levels without 
having to waste hours 
getting there. 


DÁ | 
VING a 


Eua 


| Dre A 
lfyou have several orcs 


| same time, you will find that 





' fantastic Doomdsrk's 


| other useful tips. 











Here is a quickie from 
Chris Rolurson of Durham on 
ttack: 


coming up any ladder at the 


if you keep in exactly the 
same position after killing 
the first orc then all the sub- 
sequent orcs will be killed by 
just one swing of the sword. | 


And here's a poke sent in by 
Piers Pettman of Amersham, 
Bucks, which disables your 
fire on Jetpac! Well, 'm sure 
someone will find it useful! 


POKE 28784,0 


Well that just about rounds it 
up for the Playing Tips this 
month, but before | go, here 
are a couple of tips for the 


Revenge, which | have 
completed and revealed the 
Watchwords ofMidnight (do 
| hear Derek Brewster 
presta his teeth in the 
background)? MORKIN can 
be found around the niná dad 
Imireal, which is Shareth's 
home, but getting to the city 
presamaa some problems 

ecause it is surrounded by 
the icy wastes, so getting 
there is difficult. All [will say 
isthat you get there by going 
through a tunnel. Em not 
telling which one for fear of 
Derek. Also Shareh hangs 
outaroundthecityof 
Glireon and she can be slain 
in battle (sometimes ind- 
ependent characters doitfor 
you). Of the five races in lce- 
mark | find the Giants are the | 
least reliable, and so far | 
have recruited about 65 
characters. 


Well, that's it for this month, 
lhope you liked it. Writeto 
me at ROBIN CANDY'S 
PLAYING TIPS, CRASH, PO 
BOX 10, LUDLOW, | 
SHROPSHIRE SY8 1DB, and 
tell me all your snippets on 
how to cheat at games and 





Making silicon chips for microprocessors 
isn't an easy life as the new HEWSON 
CONSULTANTS' game Technician Ted 
shows. ROGER KEAN talks to ANDREW 
HEWSON and STEVE MARSDEN who, 
together with DAVE COOKE wrote Technician 
| Ted, a CRASH SMASH this month. 


IN THE CHIP 


FA 


SINCE their emergence from 
the early days of the arcade 
copy, Hewson Consultants 
have been noted more for 
their thoughtful programs 
like Vightilite and Heathrow 
ATL. Even the more arcade- 
like games in the Seiddab tri- 
logy by Steve Turner have 
been Miniona games as well 
as shoot em ups. So it comes 
as a surprise to see the latest 
release from Hewsons, Tech- 
mician Ted, which is an 
exciting platform game, 





PRA 2 
qi 


Authors of TECHNICIAN TED, are 23 year-old Dave Cooke and 21 year-old 


Steve Marsden 








our assembler.' 

“Have you written any 
other games before that 
haven't been published? 

“No, this is really the very 
first game. We've been writ- 
ing machine code routines 
over the last four months 
before we wrote this game 
hke the music routines for it.' 
- The music is quite prom- 
inent.' | 

“The main interest we've 
got is in the hardware side 
and in electronic music, so 


e ma [ji< 





The two young program- 
mers of Technician Ted are 
Steve Marsden (21) and 
Dave Cooke (23). Dave was 
unfortunately at work on the 
day that Steve and Andrew 
Hewson came up to Ludlow 
to see us. | started off by ask- 
ing Steva how many games 
he had written. 

T's the first commercial 
program. We've written an 
assembler, which is for our 
own use really, and in fact 
we've written this game with 





that's quite important.' 
"Both Steve and Dave work 
for a giant electronics firm 
which, as Andrew explained, 
is where the game idea first 
came from. 

"Rs based on the chip 
factory where they work in 
Marconi in Lincoln, a place 
where they make micro- 


processors, and one of the 
| rooms where Steve and 
| Dave work is the silicon slice 
| Store so they're in deep with 


these chips anyway and so 


TO 





machine code is nothing new 
to them. 

'So you make chips for 
Marconi” | asked, and then 
wondered whether Marconi 
was aware that two of their 
employees were 'leaking' 
trade secrets through a com- 
Egas game. Steve gave a 


aus 
“Yeah, thatwas a problem! 
we had to present the 
processes as they are but 
without letting any secrets 
out. 

“What do you actually do 
at Marconi? 

Emake silicon chips, tran- 
sistors and diodes. Comp- 
uters aren'ta major part of 


my work. m more ofa Jekyll | 


and Hyde, with the chemie- 
als! | didn't really have much 
experience of computers 
before we started, I've been 
there about two and a half 
years now, and Dave's been 
there since Christmas 83. 
He's an engineer. 

“Getting back to Tech- 
nician Ted, | suppose there's 
an inevitable comparision to 
be made between it and Jet 
Set Willy. Do you mind that? 

“Well out of allthe games 


| I've ever played on the Spec- 


trum, Manic Miner and Jet 
Set Willy, were the best two 
games I've ever played. | 


| wanted more of that. t 


wasn't a question of copying 
those, just that those — plat- 
form games —are the sort of 
games | like to play, so natur- 
ally | went that way.' 

ow long did it take to 
write? 

“Part time work we started 
tin March, got it finished at 
the end of August. 

"Do you think that like “SW 
niwill lead to a rash of 
POKEs? Is it even possible? 

“Well we tried to put the 








best biásing protection in 
such as the tape loading 
routine. Somewhere in the 
region of 80000 calculations 
are performed while its act- 
ualhy loading to check that 
the machine's just switched 
on. The program's calculated 
so even if you manage to get 
the coding, which you cando 
with a tape copier, it's notthe 
actual code anyway. That's 
the system, but there's still 
lots of people who can break 
that system. 

"Do you think they veill?' 

“Fd like to think they could 
do, yeah, because then we' 
know where we're going 
wrong, he said, adding a 


la a 
Have you got anything 
else in line following on?” 
“Yeah, we've got a follow 
up to this game using the 
same character in a 


ing techniques as well. 


We've talked about this back | 
“and forth, and we've already | 
| got material that's ahead of 


what's in this one. 
"How do you share the 


| work out between the two of 


you? 
“Well, per byte, you can't 


| Say can you? I've looked at 


about 25% of the code of all 
the sprites and Dave's done 
all the rest of the code. It was 


a complete mixture, Iwould | 
| do some of the graphics and | 


Dave would say, [l write 
some of this and some of 


| that and | would do the same. 


thing, and | would say, well | 
need the code for this and he 
would do that. The next 


| game is going'to be a more 


highly organised affair, this 


| One was a bit haphazard 


really. With the next one, 
nopefully, we can put a bit 
more design into it. So we 
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, fferent | 
situation, and we're develop- | 


don'tgo off at a tangent and 
then we can produce the best 
material at the start.' 

“How was Technician Ted 
programmed? 

“ttwas all done on the 
Spectrum. The graphics 
drawings aids are all our own 
programs, we assembled 
Our own toolkit which we'll 
probably use again. | think 
digitising it would be better 
tor graphics but on this part- 
icular game we worked com- 
pletely on the keyboard. 

Andrew added,'He takes a 
sheet for a routine and then 
the routine is written out on 
that sheet and the interface is 
at the top, you know, what 
it's gotto do, and then all that 

oes into a folder. Whereas 
oteve Turner is all hex, | 
don't know how he does it. 
Most of it's carried up here, 
he said, tapping his head 
| wonderingly.' 
oteve drew out a long slim 
sheet of paper and waved it 
tantalisingly atme. We've 
got the solutionto the game 
worked out, here it is.' 
Refused permission to see 
the top secret document, | 
asked Andrew about playing 
tips. 
tt's very difficult really. 
Whatwe've done in the instr- 
uctions is that we've actually 
 toldthem the firstthree tasks 
are in acertain area to get 
them going, because there is 
a definite threshold that 
people have to get over - not 
the real afficionados, but 
| you're not selling tied to 
| them you're selling to every- 
| one and vou want everyone 
| to to qe! going. With Avalon 
e ve dribbled out bits here 
peter there. We had two sorts 
of people, thosewho couldnt 
get off the first level, and 
those who were so far on we 
thought, My God, we didn't 
expect this, not so quickly.' 

Talking of Steve Turner, | 
asked Andrew how the 
follow up to Avalon was 
coming along. ft's called The 
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Dragontoro of Avalon. 
ragontorc? Yes it's 
coming along quite well. I've 
got à couple of screen shots 

ere. Às you can see it's 
mostly developments isn't 
nt? No doors this time, in- 
stead you have stone circles 
and trees coming in. Ina 
sense it's Avalon Mk — 
there's Maroc sitting in the 
middle and there's other 
characters. He's still got his 
servant spell, and you're 
going to be given a few other 
spells to begin with. And this 
time the scenario is set 
rather later on. follows on 
from Avalon, but you've got 
to reunite the five crowns of 
Britain. The enemy this time 
E Deo the Shape Shifter. t 
should hit the streets about 
March the Ist-that's the, 
target date, butwe'll see, 
Andrew added with a hope- 
ful shrug. 
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Two screens from Steve Turmer's DRAGONTORC DOF AVALON. 
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tisa timely moment to catch 
Steve Jai n, because any 
hint that; his partner lan Liv- 
ingsfone has been the busier 
fthe two recently (with 
eSfBRiE involvement ir 
. Ay Seoreta! is fimalyusQu 
(when you sed what he is 
La to. There's the latest in | 
E ni hting Fariasy Series. of 
E venture do, books just 
e ti MS led) Talismar 
E ath, the fourth amada! 
e ofthe, ár «series just 
| 4a e A the já 
nto à com game, prob- 
y tod pa 













E TE 

Series of complitér games 
with a new concêpt ich: 
will be coming out Tarough: 
Adventure internatignal 
under The Swordmaster 
name. On top of this/Dos 
gether with lan LivingstQne, 
teve is busy runniag 
Games Workshop with ls 
multitude-of projects, whigh 
include several computer 
games for rélgaseiduring 85, 

| talked to Steve 1h his large. 
but spartan office-in. the | 
warehouse building thatãeis. 
as Games WO pis hedo 
quarters bin Park Royall 
London. First off, | askedhifm 
howsthewholething had gor 
going and why. 











na 


“Ian and | both come ffom- na 
d da cheNE ut ueivo 
own era, 


Manchester. We 





BR of 


+ away from where 


E 


a Woich remainea 


a m | ste y toi them was marked Re the warn- 





to him aboutthe past presentandfuture. | 





games because "DE 


would come in andidélr us sa 


things, so it s 


obvious we kn: a lota | 
ei aih j 


about these games” that 
nobody else had heard of. At 


the time Diplomacy was-the - 


big game, everybody usedto” 
play it by post and we played 
tt in all night Sora, we 
also came across a 

called The Warlord. 





- Avatór Hi wargáries came 


“Bur there was this guy 
called Don Turnbull who 


= edited a magazine called 
3rk Albion, which was a fanzine 
Por Boardwar 


(Ep 


mes, and | 
copy of this from a 
Who was a science 
fiction fan, and | thought, oh! 
must: subscribe tó this, and | 
wrote lhe address out and it 
tumed outto be about EAR 

a) 
Vianchester. pie O 
guy vp and went round fo 





see Bim and lan came às 


be and we got qui 

Hendly. lan was at college ih 
Chester and he got to| 
Don Turnbull quite ' 
ara was really the 
| bird o di 















n n, and th mo war. 





a “market, 
* when the role 





HERE 


THERE BE 





“ MONSTERS! 


playing games began to 
grow in popularity. However, 
university finished and Steve 
and lan went their separate 
ways. 

“Iwentoff doing all sorts of 
different jobs, and then we 
all came together in London. 
lan had moved down here 
with another friend and I'd 


Ee left a Ea looking after 


irds on bird reserve. | 
came to ordon and the 


three of us shared this flat. 


and that's where Games 


Workshop was born. lts a: 
setas story really, one eve- 
RE rn we were really ' 
Lott with. allthe | jol bs we! 








ent things we could o oh 
why don't we start up a little 
spare time company, and so 
on. We got all enthusiastic 
about it and all the names 
came out, it was going to be 
Games Garage, and it was 

onna be  Megagames 

xperience and all these 
horrible things, and Games 
Workshop was down on this 
piece of paper somewhere 
and that was the one that 
stuck. 

k started off with John, 
the third person in the flat, 
another friend from Man- 
chester, who was a really 

ood woodworker and he 


used to make ch boards 
ahd Go boards Ena Back- 


gâmmon boards: things like 


Ahat and do them really well, 


and lan wasithe salesman, he 
ment vcound plates like 
“Harrods ana. Hamleys sold 
quite a few'of these things, 
po Started getting some 
«o Pta in. At the 
1 freelance 
Puzzles m 














gd 


| Eos eq this time that 
the big break they had hopi 





for camesin-the-shape Of a Ja 


new fantasy rolé playing 
board E lj rom Amóric 


5 Voa Hist discover it, it is your) 


E —vaguely interested in fantasy 


org 
ni “rm so Shea contacts a a 
“and who gave us some work to) 
id get doi ai boba pd 

""Busy onths, just 


called Dungeons & Dragons 
We were absolutely ob- 
sessive about it! | mean, it 
contained everything, me 
wanted — it was wargaming 
and fantasy all -rolled 
together “into this" totally 
unique praça system that no 
one ha done before, 
you could get totally invol- 
ved. n/d” We dedicatad 
weeks anU weeks to it, dess 
o | dungeons, every 
' Everyone goes 
rola this thing — when. 


Encompassing passion; 
well for some people it is for 

rest of their lives! But for 
was for about 6 months. 
Everyone we knew who Was 





we would invite them a sm 
to play this game, and t 
would get obsessed with; 
and the whole thing snow: 
balled. Our first order was, | 
think, for three copies from 
the States, and they were 
gone within two days of the 
order going off. So we got 
more of them and we started 
selling them andthey started 
doing well, andy suddenty: 
Games Day was featuring 
D&D. We started prot 
other. companies the - 
States who weaie- karoducing 
similar things, So ave. went 
overto the States andsighed 
a lot Of them up with distrib- 
ution deals. 

We just happened to be 
around at the right place with 
the rig ht interest at the right 
time. There's nothing partic- 
ularly magical about it and | 
daresay other people would 
have done just the same. But 
we were very fortunate in 
that the whole thing was just 
getting going. We started up 
our own shop in Hammer- 
smith — that was the first of 
many. 
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Fighting Fantasy serie 
developed, there mas 
ir pç cao a E) 
asked | 
come a 
| Ros time 
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type games you could 

pia with a group of people | 
Penguin were promot- 
ie it so they had taken a 
“stand at Games Day, lan and 
“Ivere doing our round ofthe 
5 and we came across | 












computer games. nela hei A role 


| ap eb kground, 





eh there is to ba. 


| went over to the 
| Abe Ricurpão pe 















jas, and if 
2 was 
there. 
gnopses sat 
guin for ages 
Bught that 
1 givemr up on 
Jt one Es they 
ved a phone call. The 
ct was on. 
y had us in and there 
as Puffin and Penguin 
2 over us — this was 
rock of firetop Mountain. 


T 
ha 


















der entually Puffin got it, 


branch out then € 
the way we did itwas thã 
did the first half of the book 
and did the second half. We 


doir 


into they 


om 


SR picar 


lock is now. 
The Warlock of Firetop 


éitto Mountain was published in 










“got written, and it was 
1a pain to write. H's one 

eda(a these líttie things, 
thing to do a 
all got to 
ne back 
5 and 
lan 


| 
JE DDOK. 







in. We splitit betweel 


about three months 
? typing it, it was 
writing books, so 
is work done for 
adline and took it in 
and | days later Penguin 
were Sa ing that they 
couldn't doanything with it. 
Our writing Eros are 
completely different, well lr 
had lots morê 
with rooms 
traps and so 

hadn't got-anyt 
many er 
were ma d thin 


guin feltth 
a 
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we got allt 
the dé 
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Some ofthe ideas Steve 


it | Jackson has had for including 


more graphics incomputer ady- 
have evolved 





apa 1ré point and 
esa om 
oENRolia ouatome, EaD culo 





graphics a complex 
program Aral can Gone with fe 
sortwi ideas he has developed 
for the book versiúns, Tables for 


spell casting and for combat en- 


counters startto get qui of hand 
with available memory, diga 


die astoryi in itself 


fera the events o, here some vears 


“Along time ago, while | mas 

working om BIA intact—! 
. We've 

and 


runs heand | were in 


ADVENTURE GAME STYLE 


ington looking around for sites 
for an was à Sunday 
mou ho borrowed he G car. 


bed and breaktast 
the qa nam attte. 
had normal clothes, A 
and ordinary shoes, vou know, 
and had been snowing lhe 
nightbefore, and itdidn'tstopch 
was feet deep so | Soufdn pal 
out. The nearest shop 

least ten minutes sao and 1 
didn'lhave money enher 
because | had given someto 
Johmas heivas going offto see 
his family nele «myself ith 
about lar- So sat down and 
thought what am! aona to do? 
ve got no money for food, | 





canto 


ou pp — na 





eventually. 

Iuwas à combat system ir 
wihich-you learn how to-fight and 
vou gajm np tan eo ea 
ally was going “DÊ 
Sorcery: | the it that's great, 
VOL ve gui it A 
that's never been used ima da Fan. 
ting Fantasy book and you've 

go! this new combat System as 
ei Butit became a bittoú 
compligated to melude with 
everything elseand) didn'tiwent 
the boúks to gel that complica- 
ted. So the idea sat arbund and 
then Games Workshop were 












“of the fui 
didn't know 


thatyou would learn via the 


ugust 82 and prompthy sold 
out its first print run in three 
rd Penguin immediately 
asked whether it couldn't be 
turned into a series and so 
Fighting Fantasy was born. 
Their experiences at writing 
ether led Steve and lan to 
writing on their own, which 
was hardly any slower, and 
the series grew. Other 
authors have since been 
rafted, and now the dd 
book in the series (Talish 
o! Death) is out. 
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ture, | thought=1 
anything about 











them and | thought I'd better 
find outho vthey worked. So 
| plonked about with it and 


got obsessed and for six 









MES 
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months | would justgo home =» 


at night and program this 
thing, and for six months 






imo a box game and oventualy 
nobody ever did anything with, 
rt. 

“The way itimorks is thatfor | 
ever TNONSter YOU COME AÇTOSS. 
you have a series of numbers. 
lt's Meier ea putit 
sounds iLto explain. Fou ve gor 

Unumbers or inc 
onsters, the numbers areóna 
alicia table, so that number 20 
pesca pe Leapsatyou and 
attacks So YOU thoase your 
CY move (you cando certain 
things. dependinag on what 
you ve done before) and you 
erogs index lhese iwD onthe | 
scale and if you teapson him and. 
atHack anil he leaps on you and 
attacks then you do dam- 
age to each other, But if you re 
Senra an and he leaps on you 
to-attack, then he doesn't da any 
je you. Youcan actually 
learn vhat the numbers MmEd, 
and that was the main idea — 
















mumibers mean. lh's a very Hex 
ible-system because different | 
monsters have different charac- | 
ters; thais partof [bas well — 
there are súme monsters that 
will race at you and attack and 
thenget tired cutand have to 
TEL and that's when you can do 

rthirg aneiga into tre sttack. 

q you've got diflerentoharac- 
ters that you can build up, Bindl 
because vou leal, tt's very 
mi real fighting. 


could into. cede wbethor tus Mm 
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was the de anyway and Pas 





work | got this little tiny rout- 
ine that did some tiny aspect 
of Games Workshop's bus- 
iness, it actually worked out 


the VAT on mail order! 
That's as far as | got. And | 
realised that even though 
you could see what you had 
to do you had to have so 
much time to do anything 
useful on it. K was better to 
have an expert do it!" 

The expert in question was 
Rob Easterby, another PET 
freak who had produced an 
early version ofthe Star Trek 
trench game. 

Iknow its old hat now, but 
at the time nobody had ever 
done that. And if you look at 
the graphics now compared 
to what you get today — well 


o aa 


92 


it was just about 8K! But it 
was quite a good game and 
everybod: ) came along 
to Games Day enjoyed it, and 
we released this range of six 
mes and arranged quite a 
it of advertising for them, 
and they bombed out comp- 
letely. It was a terrible disas- 
ter! All the copies we made 
were on our own little PET. 
That was our best sellin 
game and | think we so 
about 60 of them! That was 
the state of the computer 
games market. We consoled 
ourselves with the fact that at 
least we could pg we were 
ahead of the time. kt's all hap- 
pened since, but the exp- 
erience made us think that if 
we were going back into this 
again, we've got to make 
sure we do it well." Although 
mt was released under Peng- 
uin/Puffin's imprint, the first 
of the 'new generation' 
Games Workshop computer 
ames was taken from their 
est-selling Warlock of Fire- 
top Mountain. k was pro- 


arames by o Was 
teve dom a with it at the 
time, and how did he get 
Crystal to do it? 

| think | can say this safely 
now, there was a time when | 
shouldn't have said this. The 
Warlock of Firetop Mountain 
computer game happened 
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because lan and | went up to 
Manchester to do a book fair 
at the library and afterwards | 
was buying a birthday pres- 
ent for my mother from 
Argus. And there was a 
queue and | had all these 
little leaflets under my arm — 
Introduction to Fantasy 
Games” — and Chris Clarke 
from Crystal was in the 
queue behind me, and he 
noticed the leaflets and said, 
Oh Introduction to Fantasy 
Games, and | said, oh do you 
want one? So we got talking, 
and he told me that they 
write computer games and 


how sas ave a game that 


knocks The Hobbit on the 


head and the graphics are 


fantastic and it works in real 
time. And | said, that's inter- 
esting, we're looking for a 
computer ame. which 
would fit the Warlock of Fire- 
top Mountain. So they came 
down to London and showed 
us their Halls of The Things 


and it looked pretty eco 
Penguin more or less left it in 
our hands when we recom- 
mended this highly because 
it looked pretty good, state of 
the art as far as arcade 


ames went, but there were 
things we wanted them to do 
- like, can you take away the 
maze? We don'twant a maze 
any more, we want corridors 


aa 
e dé po ge 


that open up, a bit like the 
D&D game on Intelevision. 
Yes that was no problem, 
and change things like magic 
spelis — they had lightning 
bolts, we Just wanted a 
sword, and the monsters 
should be stationed in 
rooms, so you've actually 

ot to enter a room and it 
becomes more like Warlock. 
But despite all these suaa 
estions that we made, in the 
end the game that came out 
was a sort of version of Halls 
of the Things. Even basic 
things they hadn't changed 
like it's got strength, they 
hadn't changed that to 
stamina. lt was a case of 
coming up to Christmas, and 
Penguin had paid their 
advance, so poor Phillipa at 
Penguin, who is a real hero, 
went up there and sup 
poe ot an awful lot done 
wi em, and even then it 
was late, so she ended up 
giving them a deadline that if 
it isn't in by next Monday the 
estado not coming out. And 
the:minute it was in at Pen- 
guin it got tested and it was 
off for duplication into 
production copies. And then 
we said, oh let's have a look 
at this thing, and we said, oh 
this isnt anything like we 
e it was supposed to be 
ike. 











kh was | heartbreaking 
really, because we knew 
exactly what we wanted, a 
mixture of the situations in 
the books and something like 
the D&D Intelevision game. 
There were some nice feat- 
ures, Imean the way the little 
man ram about so quickly, 
that was just great, and | like 
it when he pulls his sword 
out, it looks quite disgusting! 
0 now with computer 
games we are trying to make 
more like the adventure 
books because one of the 
comments we had on that 
experiment was, what's this 
otto do with The Warlock of 
retop Mountain? And what 
can we say, we had asked for 
it to be quite close but we 
hadn't got it and it was out, 
You see a lot of people were 
saying that they wanted adv- 
enture games, these are adv- 
enture game books, so why 
not do adventure computer 
games?' 


FIGHTING 
STRENGTHS 


Games Workshop released 
three programs under its 
Own Imprint, the wargame 
D-Day, the role playing strat- 
egy of Battiecars and the 
Quilled adventure Tower of 
Despair. The two most 
recent releases are also from 
the Fighting Fantasy series 
of books, numbers 2 and 3, 
Citadel of Chaos and Forest 
of Doom, which are more or 
less straightforward com- 
puta adaptions of the books. 

ut Steve has recently been 
pursuing his own ideas furth- 
er in computer games. 

“'Vve suddenly discovered 
what you can do with com- 
puter games on the adven- 
ture side. They can be so 
much more varied than in 
the books. You can keep so 
much hidden, although 
they'll never replace the liter- 
ary side of a book, that you 
can describe so much in a 
book. It's horses for courses 
realhy — if you want to read 
and get involvedina story I'd 
much rather do that in a book 
than in a straight adventure 
game. But what you can do 
with computer is incredible, 
It probably all sounds a bit 
old hat! But ever since | start- 
ed thinking about The 
Swordmaster thing and the 
Sorcery thing, | started think- 
ing, oh well computers can 
do that, you can't do thatin a 
book. So there's really lots of 
new ideas here. 

“lan and | remember in the 
early days a customer who 
came into our shop in Ham- 
mersmith had a copy of Adv- 
enture running on a civil 
service computer some- 





where! And he invited us 
down one Saturday morning 
to have a look at it. We had 
heard about adventure 
games going in the States, 
about this massive program, 
everybody had a different 
version of it and they were 
passing it around these big 
mnstitutions. So we went 
down and played it, that was 
our first glimpse of advent- 
ure computer games. Well it 
was quite compulsive. But | 
find it rather Trustrating, | 
must admit, that you've got 
to understand the “lang- 
uage. | mean this was adv- 
enture's big thing, wasn't it? 
You had to learn everything 
about the game, there was a 
language and you had to 
leam what it responded to, 
what it didn't. You started off 
being plonked in front of a 
screen and started typing 
away. And it's like, you know, 
monkeys on a computer. 
Eventually you come up with 
the words of Shakespeare. 

- Computer adventures 
have come a long way since 
then, and Steve's main pre- 
oceupation at the moment is 
the development of Sorcery 
and The Swordmaster series 
for Adventure International, 
Sorcery has been developed 
from his quartet of books of 
the same name. | asked him 
where the idea had come 
from, 


“Iwent on holiday in Nepal 
in 82, just after War/ock was 
published and it was just 
such a good place to go then 
- | mean my head was full of 
Warlock and working out 
these fighting fantasy books 
and suddenly | wound up in 
Nepal which was such an 
inspiring country for fantasy. 
Tolkien based The Hobbit 
and Lord of The Rings in 
Nepal. We went on this trek 
through the hills and came 
across these ESSPiS who are 
just like Hobbits, you know, 
they're small and squat and 
have hairy feet and they 
always smile. You go trekk- 
ing around these hills, there 


are no roads, everything is 
transported on their backs 
and you can just imagine 
monsters being around in 
the hills. That was where 


Sorcery . came from. | 
thought, this has got to make 
à book, 

Sorcery the computer 


game is going to be sort of 
like the book, but not quite. 
H's got a lot of new things in 
t, ts not just got the text 
stuck onto the computer, 
because the thing about Sor- 
cery isthatit's aseries offour 
books that go together tak- 
ing you right across this king- 
dom here. What is different 
about Sorcery, apart from 
the fact that it is four linked 
books and you can carry the 
character you play over from 
One to the other, is the way 
the spells work, Originally 
there was a spell book with it, 
but they decided to include it 
in the book. Each of the 48 
different spells is identified 
with a codeword which is rel- 
ated to the spell and you 
prarude this, you do it on a 
s, and then you start the 
adventure, and you can't 
look at the spell book once 
you've started the advent- 
ure, so when vou get to a 
place when you can use a 
spell you've got to remem- 
ber what HO 
ou cant remember qu; 
HOB means and vg 
choose it, then the 
are that things val 








with it at first, 
about a year 8n 
came out as a Pe 
by, now its um 
now, number t 


means, and if. 


which has got all the spells 
and all the monsters and it 
cross-indexes them all for 
you. lt's so much easier to do 
it. So | wanted that to go in 
and also | wanted more 

raphics to go in that aren't 
in Forest of Doom, Citadel of 
Chaos. And there are lots of 
other things, I've just been 
working on am encounter 
system for non-playing char- 
acters. You come across diff- 
erent characters and it's not 


“Hke in Valhalla where it just 
savs, “Odin gives vou the 


stick”, you can have convers- 
ations with these characters, 
and they've got useful infor- 
mation for you. | don't know 
whether all this is possible 
vet. The people who are 
doing the programming 
havent raised any object 
ions, they say it's going to be 
expensive in terms of mem- 
ory, and | say isit possible? 
and they say, oh of course 
it's possible!" 

The company doing the 
actual programming for Sor- 
cery is Scribos, two profess- 
ionál programmers who 
have done a lot of the 
Penguin study software, 
They have never done 
“ab before but Steve has 
been very pleased with their 
presentations so far. 

“For example you see a 
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ground of The Swordmaster 
in the boxed section. And on 
top of that, Games Work- 
shop is preparing for another 
round of releases. Work is 
well under way for a com- 
puter game of the 20004D 
comic hero, Judge Dredd 
and there are plans for a 
version of the cult movie 
Roller Ball. But Steve's 
primary concem is with the 
development of the fantasy 
side, and he neatly summed 
up our interview with these 
words: 
- Well Workshop is expand- 
ing at an enormous rate, 
we've had a very good year, 
and we've got lots of plans 
for 85 about what we're 
oing into, more shops is 
efinitely on. We're doing 
more with miniature figures 
with our company Citadel 
Miniatures, and we're 
opening up new areas with 
using plastics for moutlding 
instead of the more tradit- 
ional metal. But something 
dl like to see Games Work- 
shop do is bring in a real role 
playing game on a com- 
puter, marry the two 
together. There are certain 
things we are expected to do, 
like we're not expected to 
bring out arcade games 
because we're not Waddino- 
tons, adventure games yes, 
and wargames and that kind 
of thing, but itwould benice 
to geta proper computer role 
Riavio system | going. 
uming board games into 
computer games is an 
obvious thing. | mean things 
like Battlecars is a very pop- 
ular board game and vou can 
imagine that the idea is quite 
appealing to computer 
games players. We're not 
getting into the top three of 
the charts with our computer 
games sales but hopefully 
we are building up a base of 
people who think, oh that's a 
Games Workshop game, [ll 
get that, Pd feel very proud if 
at happened.' 
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PUBLIC IMAGE 


You know, when | buy a 
piece of software, or have it 
dropped thro 
box, | expect the packaging 
and instruction leaflet to 
inform me on why this game 
exists and why it should 
merit my attention. Gilsoft's 
The Curse has a sparse cover 
which give more prom- 
inence to copyright and 
warning notices than to the 
substance of the prog 
 Onecan only assume there is 
nothing worth mentioning 
and so what impression does 
this give? It hardly augurs 
well. Indeed, 
supplies the name of the 
artist who decorated the 
inlay but there is no mention 
of the author of the program 
| itself. Don't get me wrong 
about artwork, certainly 
| pesar should have good 
artwork but this must reflect 
the quality of the program 
within, and not exceed it. The 
artistic details of Tower of 
Despair shows how artwork 
can add appreciably to the 
atmosphere and enjoyment 
of an adventure. But surely 
the softw 
much in common with the 
music industry; the public 
will remain loyal to good 
programmers and seek out 
quality from whichever 
quarter it emanates just as 


loyalties to artists and the | 


unearthing of excellence 
goes on even in the music 
world. ; 
Packaging and leaflets 
provide the room for two 
Important aspects, the story- 


h my letter-. 
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the cover | 





are business has. 
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money for the software | as shops are reluctant to 



































business merry-go-round — | leave anything on the 
packaging, printing, publici- shelves which might tempt 
ty. This last is a significant py thieving. 

point as a large package is its eil, here is the crux ofthe 
own advert. Who can forget | matter; | myself, on the 


Valkyrie 17 in all the shops 
before Christmas? Perhaps 
there is a deeper message 
here, eco hd the psychol- 
ogy which has it that if a 
company has gone to all the 
trouble of producing a large, 
expensive package, then 
what is on the tape must be 
worth something. Alas, | can 
think of many examples 
| Where this reasoning is mis- 
leading. What a large pres- 
entation can afford is a suit- 
ably proaoy booklet giving in- 
depth playing instructions 
and a greater insight into the 


whole, prefer cassette-sized 
packs because they are 
| easier to carry back home 
and are more utilitarian in a 
futuristic way. lt is similar to 
my regard for the Spectrum 
— there is some fascination 
in à computer with 48K RAM | 
which takes up just a little 
more room than a pocket cal- 
culator and can be unpiia 
ged and carried around wit 

the ease of a book. So with 
cassettes. A world of adven- 
ture packed into a small 
plastic box with neat, precise 
artwork, and playing instruc- 


line and instructions. A story- 
line musn't be so small as to 
fit in the window at the back 
of a cassette casing but 
should be full and enlight- 
ening enough to ensure a 
substantive background to | 
develop in the plaver's mind 
before play begins and to 


encourage a feel for how the | complexities therein. | tions unfolding like a concer- 
game might be tackled. Alas, | Certainly, no one would | tina. But if large packages 
Faia witnessed so many | complain of the extra | grabbed the attention, and 


storylines tagged on to a 
finished program to round 
of the marketing exercise. It 
should, of course, be in exist- 
ence before coding begins so 
that the plot and theme are 
integral parts from the off, 
ensuring a sense of consist- 
ency and credibility per- 
vades the whole. Instruct- 
ions find a natural home on 
the cassette cover where 
browsing in a computer 
store may tell something of 
the game and should not 
reside in the program as this 
would then represent an un- 
forgivable waste of memory 
(some Quilled games are 
quil here) and neither 
should they reside on the 
tape before the game proper 
as this is then a waste of the 
djs player's time (Knight's 

uest, for example). 

All this brings me round to 
a great and ever-fluctuating 
debate in software retailing, 


expense entailed to this pur- 
posa inthe Midnight Trilogy. 

ut what of the many where 
the supporting literature is 
thin on the ground and the 
cassette wallows in a sea of 
moulded plastic? It would | 
seem the packaging here is 
onky a precept for charging 
more. Unfortunately, you 
can not tell whether a large 
package has much support- 
ing literature until you buy it, | 


the shelf space, over the fest- 
Ive season one development 
| had them cast as dinosaurs. 
Not only could you allot the 
big packs a position with the 
cassette-sized packs neatly 
stacked in cassette racks and 
| cases, but, when browsing in 
"Shops their absence 
amongst the chart displays 
was very noticable — they 
pus could not fit into displays | 
ike the Boots Top Twenty! 
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namely,'should the package | -A program should note 
| 8 ne. | | crashed simply by making an incormeet 
small and utilitarian. Cynical- TRAIL REVIEW combination of keys. 






ly, a large package is justified 
by the greater price charged 
for it, representing a greater 
capture of the consumer's 


OVERALL: general rating based on price 
ari the other ratings BUT MOT AN 
AVERAGE DF THE OTHER RATINGS. 






RATINGS 









CRASH February 1985 95 

























JEWELS OF 
BABYLON 


Producer: Interceptor 
Software | 
Memory required: 48K 
Retail price: £5.50 
Language: machine code 
Author: D. Banner & T. 
Green 


Jewels of Babylon follows in 
the footsteps of Message 
from Andromeda and Forest 
at World's End and if you 
were to buy this latest offer- 
ing there would be few sur- 
prises, for all intents and 
purposes this is the same 
program but with a pirate/ 
desert island backdrop. In 


effect it's the same cake with | | 


a different flavoured icing. 
It's almost inconceivable 
that a programmer could 
continue to churn out the 
same old game without att- 

| empting any improvements 
to refine the product, but this 
is the case we have here. All 
the old criticismis concerning 
the first two games still hold 
strong. 

Impressive, high quality 
proprnca appear very quickly 
and only appear automatic- 
ally on your first visit to a 
location, which is à nice 
touch, but when you count 
up, there really aren't that 

| many graphics. The input 
routine has opted for 
neatness as opposed to effic- 
iency; there is no cursor and 
no beep on entry although to 
be fair input remains mostly 
error-free. Descriptions are 
short and unimaginative 
giving the whole a weak 
Impact and there is no score. 
This game uses some awful 
system of text scrolling 
whereby the top part scrolls 
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up and off when you input at 
the bottom. 

The game boasts 100 
locations. | went through 50 
without solving a single 
problem, unless you count 
making the natives' supper a 
solution to a problem. Like its 
predecessor, Forest at 


in THE JEWELS 


dossn't reality live up to the pictures 


World's End, it often falls 
back on cliche and is aboutas 
interesting as a jumblesale 
paperback book. 

hree thousand years ago, 
before the Christian era, a 
fabulous  treasure was 
created by master craftsmen 
in the old city of Babylon. 
Such was the beauty of this 
collection, many men died to 
obtain possession of it. At 
the end of the nineteenth 
century the jewels were in 
English hands. In a great 
gesture of friendship, Queen 
Victoria intended to give 


nT 


them as a wedding present 
to an Indian Princess. On 
route from West Africa the 
ship carrying the jewels was 
attacked by pirates who took 
them, leaving the crew for 
dead. You are the sole surv- 
ivor of the attack. After re- 
covering from your wounds, 


ih 





OF BABYLON, but the program 
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| Presentation; has awtul 
| habit of scrolling description 
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Atmosphere 6 
ocabulary 5 | 
ogic 5 

Deb 9 in 0 

Overall value 6 
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you vow to reclaim the. 
jeweis. After much marching 
you locate the pirates' base 
on a remote island. Your obj- 
ective is to search the island, 
find the jewels and return 
them to the ship. 

The vocabulary often goes 
beyond | verb/noun but 
despite the instructions sug-| 
gesting adjectives, adverbs 
and prepositions are needed 
to avoid ambiguity, there are 
many cases where this is 
demonstrably not so and all 
the extra input required does 
is to make the language that | 
bit more unfriendly. Take, for 
example, your first task — to | 
get into the boat from the 
ship to enable you to go 
ashore. CLIMB LADDER and 
ENTER BOAT are not accep- 
ted, but CLIMB DOWN 
LADDER and CLIMB INTO 
BOAT are. | admit there is a 
thin dividing line between 
greater sophistication and 
unfriendliness, but the 


prompts to coax you along 
the right path. When you see 
a smooth, vertical slab of 
rock on your travels, you 
cant move or push it, but 
surely you should be able to 
examine it? 

If, for you, an adventure is 
not complete unless it has a 
maze then here you can get 
all dizzy amongst no less 
than three. Amazing. 

Jewels of Babylon shows | 
all the traits of a game knock- 
ed off an assembly line. 
Some of its shortcomings 
are common to many while 
the conspicuous absence of 
any real problems is more | 
typical of this series from 
Interceptor. lf variety is the | 
spice of life then this game is 
one big amorphous lump of 
monosodium glutamate. 


COMMENTS 


Difficulty: quite difficult 
Graphics: very few but are 
fast and well designed 


off as soon as new input is 
introduced. No use is made 
of colour 
Input facility: often pedantic 
requiring more than verb/ 
noun for no good reason 
esponse: instantaneous 
General rating: could prove 
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Y OU GET HOME ONE EVENING to discover a message on your 
answering machine. Something you'd thought hidden for good 
has reared its ugly head once again. Valkyrie 17 is active. 

Over the next five nights a series of frantic phone calls con- 
vince you that the matter deserves further investigation. You receive 
a dossier on the activities of Valkyrie 17. Pieced together from frag- 
mentary reports culled from the last forty years you slowly begin to 
put the whole thing together. Drakenfeur, Heinrich and Reichsmuller 
The badge pressed into your hand onthestatonat 
And that last desperate call for help ftom the Glitz Hotel overiooking 
Lake Bruntz. 

Your cover is good. Very good in fact. You spend a few 
days sniffing around and then head up towards Lake Bruntz. You 
check in to the Glitz Hotel. It's the last lead you have. You seem to 
be getting nowhere. 

Then on your way to the bar you sense a movement in the 
shadows. You feel a blow on your temple. And everything goes black... 

Valkyrie 17 is an Adventure featuring both graphic and text 
locations, You will meet several different characters some of whom 
may help you while others see your demise as their sole purpose in hfe. 

Included in the pack is a comprehensive dossier on Valkyrie 
17. On the reverse of the cassette tape are the answerphone messages. 
And then of course there's the game itself 


LOADING TIME 5% minutes. MICRODRIVE X/FER FUNCTION 
LOCATIONS 100+ FUN FACTOR 8 
LEVEL e PEA 

SOUND Beep Beep | 

HINTS 

Watch your back, try not to get killed and mind your language. 


The Ramam Corporation cannot accept responsibility for injury-either mental qr physical caused during the 
playing 0 Valkyrie 27. Furthermore the existence of these words affects your statutory nights, 
ic Ramiam Corporation 1984. 
— 4Athaçr win me Dother heaven onhy gds 





Valkyrie 17 is distributed by Palace Virgin Gold, 69 Flempton Road, London ElO 7NL. Telephone: 01-539 5566. Available from all leading wholesalers. 
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DOOMDARK'S 
REVENGE 


Producer: Beyond | 
Memory required: 48K 
Retail price: £9.95 



















































ps | | Empire, home of Shareth the, 
| Language: machine code Heartstealer, Empress of lce- | mounts. The gathering at the 
Author: Mike Singleton mark and dread ruler of the | Citadel of Dreams disperses, 
| Frozen Empire. | moving southwards to home 
Doomdark's Revenge is the Morkin, the young man Seeing the storms gather- | 


second game in the Midnight 
“Trilogy. The first part, Lords | and Tarithel are to be wed so 
of Mi tg, was widely accl- | that the Fey and the Free can 
aimed as one of'the best and be as one under the protect- 
most original games to be | ion of the House of the 
seen on a Spectrum. Doom-| Moon. On the eve ofthe wed- 
dark's Revenge is a very sim- | ding Morkin traveis back at 
ilar style game with few | the dead of night to the spot 
| major surprises although, if| where they first met. Here a 

anything, the sophistication | great storm brews and 
has increased, boasting 6000. crashes lightning about his 
map locations and a stagger- | head causing his stallion to 
ing 48000 panoramic views. rear, throwing him uncon- 
One of the strongest points | scious to the ground. He has 
of these superb strategy | a dream of a voluptuous 7 
| games are their ability to | temptress | ing on a silken towards Midnight and of the 
accommodate two or more | bed. When he awakes from | evil designs ST ora he calls 
players since a set of charac- | his disturbed slumber he | th 


ie Heartstealer upon our 
ters can be shared out to sets off at once forthe source fair land. 


riding through the forest, | 








ing in the north, the Fey Lord 
Ofimorthorn sent his swiftest 
bird, a white falcon, with a 
warning for their fellow 

to the south in Midnight. The 
Lord of Dreams reads out the 


message: 

“My Lord Moonprince, this 
message hails from lands far 
beyond our ken, from the 
cold Icemark which has been 
severed from Midnight for a 
thousand moons and more. . 
+ - Ki warns of a great storm | 
flying from the North 


news. It eventually comes 
from Rorthron the Wise, 
riding out of the North 
bearing ill-tidings. Rorthron 
had heard Shareth's voice 
from across the wild, “Tell 
this to your precious Moon- 
prince: RAE E non in da 
grasp already. The bc S| 
mad with love ba ti 
at this moment in one of m 
less pleasant E nd (h 
gives some idea of how long 
this game might prove when 
she adds, 7 moons frem 
now |... will ride forth to 





















































































7a E dad avenge  Doomdark, my 
ensure active participation | of his vision — Kahangrorn in Three days later Tarithel beloved father!" 

for all, the far north of the Frozen | di | H was decided that the 
PU liga ne pda “ | EA É E Es) | € 
ot icemark to the north of the | ESSES ia a pre caricra 
Land “of Midnight. The. — BaBA pda o RO: ol Pre ra ACE, pente Na o pelos a BR A A DAP uh 
icemark Chronicles consist| Rs m ke. | - Tg 302 







- NEN Do DEE ES! pra r Taro ad À Ko, a 
of five chapters in the glossy | E A ne Spa RR AS ARE EDER ja 
booklet similar to the one | E sm EO 4 e, 
| Which accompanied the first 

episode of the epic. 
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The burden of the Witch-. = RR SUN pps ção ER E me o er 
king's cold dominion had Rd ad Wo Bevporô Sof = ROCIE e 
lifted from the Lands of Mid- | ES RR ida ass j 






| night like a sudden waking 
from a nightmare as Luxor's 
army made its way from the 
gates of Ushgarak to the Cit- 
| adel of Dreams, a stronghold 
of the Pe Tarithel, the 
beautiful daughter of the 
Lord of Dreams and lady of | À 
the Forest since her mother | ER 
relinguished the title on 
Solstice Eve, excused herself 
from the celebrations finding 
a strange longing to visit a 
secret gde Jeep within the 
forest. Here she sees a boy 
riding oblivious through the || 
Haga and pi makes cer 
ST Special powers to call the MA 
boy's stallion back. Several || é o A 
Mills & Boon stanzas later, | DRESS | 
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Lord of Dreams 
remain din Midnight to 
marshal the Fey and the Free 
while Rorthron would ride 
north with the Moonprince to 
the Frozen Gates, black cav- 
ernous tunnels that lead to 
| Secret ways beneath the ice. 
Rorthron with Words of 
Power and a roaring flame 
issuing from his sta 
way to the Gate of Varenorn. 

Meanwhile, far to the 
north Tarithel had lost Mork- 
in's trail and was now follow- 
ing rumours to the City of 
Imorthorn in search of news. 

What you have just been 
acima a precis of the lce- 
mark Chronicles and in it you 
will find many of the facts 
necessary to succeed in the 
game. 

At the beginning of play 
you have three characters 
under your control, Luxor the 
Moonprince, Rorthron the 
Wise and Tarithel the Fey 
which have their own keys 
marked on the keyboard 
overlay (Morkin's key is not 
used until later in the game). 
| Characters rallied to your 
banner can be chosen by 
way of the SELECT key. How 
“Tong this list might become is 
reflected in the need for a 
MORE key which is similar to 
Scroll? in BASIC; 123 lords 
help command the five races 
of Giant, Dwarf, Fey, Icelords 
and Barbarians. Recruiting a 
character to your cause is not 
| as easy as with Lords of Mid- 
night. On one occasion when 
contfronted with three lords 
who owed allegiance to 
 Lorangrim the only options 
offered were Rest or Attack; 
no Recruit option was proff- 
ered. Rather odd, but no 





doubt, indication of some | 


would | 


led the | 


greater twists in plot than 
were evident in Lords ofMid- 
night. Even when accomp- 
lished recruitment can lead 
to some unforseen prob- 
lems, eg. Tarithel recruited a 
Lord of the Fey and was then 
killed by him. 

There are four commands 
to control a character, LOOK, 
MOVE, CHOOSE and CHECK. 

LOOK: eight compass dir- 
ection views of the lands- 
cape corresponding to what 
the character sees in the dir- 
ection he is looking. You can- 
not move at night, nor into 
the Icy Wastes that surround 
iIcemark, or when exhausted 
or frightened. CHOOSE: the 
options put up on the screen 
will depend on the situation 


the character is in but will | 
also reflect the particular | 
ag of the character. | 


HECK: there are four check 
keys, Check Place, Check 
Battle, Check Army (details 
Of your own army, any other 
army in the same location 
and any army immediately 
ahead of your character) and 


| Check Person (some person- 
alitios may change as the | 


game progresses). 
The game ins on the 
day that the Moonprince 


rides forth from the Gate of | 
' Varenorn. 


Varenorn into | lIcemark. 
During the day, which begins 
with a rosy dawn giving the 
screen a deep red colour, 
you move the characters 
under your control where the 
distance a character can 
move depends on the diffic- 
ulty of the terrain, his vigour 
and whether he is riding or 
walking. Nightfall signals the 
beginning of movement for 
the forces of the Heart- 
stealer, plus independent 
characters. Where this game 





| her 
'* characters 


proves more difficult than its 
predecessor is in deciding 
which of these independent 
characters may be friendly 
and how to go about recruit- 
ing them once you decide 
they are friendly. An arm 


can either approach or attack | 


an opposing force but the 


approach option should be. 


used with sore caution for if 
the approach is not fruitful 
and battle results you will be 
at a disadvantage. There is 
only one army in the whole 
of Icemark who will never 


rally to Luxors banner —. 


Shareth's forces, who are his 
mortal enemy. 
You, of course, play the 


role of Luxor the Moon-. 


rince. By virtue of the 

oonring, which lends you 
the Power of Vision and the 
Power of Command, vou 
control those characters in 
the Land of Icemark who are 
friendly to your cause, look- 
ing through their eyes at the 
surrounding landscape and 
guiding them in their many 
tasks. The Moonprince's 
victory can result from many 


different actions, represent-. 


ing a lesser of greater 
victory, but before any 
celebrations Luxor must 
return safely to the Gate of 
he most basic 
victory+ is the rescue of 
Morkin where the main hope 
Of success lies with Tarithel, 
In any event, the safe return 
of both Tarithel and Rorthron 
is important while the sue- 


cessful retriaval of the | 
Crowns of Icemark and the 
arcane objects brings 


greater victories. If Morkin 
should be slain only one 
victory remains possible for 
Luxor  Shareth's complete 
destruction. But this is no 
easy task as the grief caused 


by Morkin's death will | 


e sap Luxor's strength. 
he greatest victory of all is 
the destruction of Shareth 
and the safe return of Luxor, 
Morkin, Tarithel and Rorth- 
ron to Varenom, something 
you will discover is not easy 
at all. Glowing letters will 
flame on the surface of the 
Moonring revealing to Luxor 
the ancient Watchwords of 
Midnight which will protect 
Midnight for as long as he 
lives, 

The computer pleve the 
part of Shareth the Heart- 
stealer and controls the 
characters and armies under 
sway. Independent 
may be 
persuaded to join her cause 
and hence quicken a victory 
for the Empress achieved 





through the death of the 
Moonprince. 

You are only given a very 
rough schematic map of the 
Land of lcemark when 
compared to that given with 
Lords of Midnight. There are 
five main realms marked on 
it. In the north-east is 
Shareth's Frozen Empire 
marked by a picture of an icy 
beauty in the place or more 
detailed cartography. To the 
west is the Kingdom of the 
Giants, in the south-west the 
Barbarian OQutlands, in the 
east the ancient temples of 
the UDwarves and in the 
south-east the forest 
sda Do You quickly 
leave hind the Frozen 
Wastes, mile after mile of 
treacherous ice, sheer drops 
and inhospitable peaks. Às 
you make your way north, 
mists sent down from 
Kahangrorn obscure | 
features of the landscape 
and hide likely dangers. The 
super RE ne tokens of 
Lords of Midnight are expan- 
ded to include mountains, 
cities, forests, towers, pits, 
halis, huts, hills, fortresses, 
palaces, temples, gates, 
stones, fountains, Icy 
wastes, mists and armies. 

Doomdarks Revenge is 
assured a huge following 
and deservedly so. k has 
improved on its predecessor 
inalithe right ways. witha 
more difficult set of tasks and 
a more sophisticated plot. 
Enemy and foe are not 
pictured as such and it is Up 
to you to decide to what 
extent the widely varvying | 
forces can be cajoled to your 
banner. Of the individual 
leaders of the five races, 
each has his own lieges, 
hatreds and personality — 
reckless or cowardly, greedy. 
or ada brave or treach- 
erous. e quirks in both 
character and plot assures a 
lively debate on the Land of 
Icemark for some time to 
come. 


COMMENTS 


Difficulty: varies depending 
on quest, more difficult than 





Lords of Midnight 

Graphics: excellent 
Presentation: very good 
Input facility: menu driven 
General rating: excellent, a 
classic 

Atmosphere 10 
Vocabulary N/A 
Logic 10 
D ug in 10 
Overall value 10 


| gleaned ispe 
| tumours. Your objective isto 
find the wizard Bellatrix. You | 





THE CITY. 
OF 


DEATH 


' Producer: Redshift 
| Memory required: 48K 


Retail price: £ 
Authors: P. Carmpouloni 
& G. Carmpouloni 


City of Death is an adventure 


| game which takes place in an 


old city inhabited by some 


| Very Unusual people. Strang- 
| &rs are avoided by the popu- 


lace, and hunted down, jailed 
or killed by mercenary 
qguards of the city. Far more 


| dangerous still are the soul- 
| tooters, who in their bright 


red garb roam the streeis, 
terrorising the inhabitants. 
You start the game on the 
jetty of a harbour where your 
ship has docked. All you 
know about the city has been 
from  whispered 











The imaginative pen of top 'Fighting 
Fantasy writer Steve Jackson brings 


will need whatever money 
you can get hold of, as infor- 
mation does not come 
cheap. Entering houses, you 
can steal, request news from 
the inhabitants, fight, surren- 
der, or buy weapons, food 
and spells. 

Many of the qguards that 
you meet will have superior 
combat skills to yourself and 
you will therefore need to 
continually 
combat skils when ever 
possible. This can be achiev- 
ed by purchasing superior 
weapons from the armoury 
Or magical abilities at the 
wizard's villa. Stamina can 


be increased by the purchase É 


of food at one of the taverns 
in the city. The purchase of 
magical abilities also buys an 
increase of stamina, 

Play entails using a 
strange combination of keys 
to move around; north is A, 
south is Z, west is X and east 
C. On your way around the 
paths that criss-cross the city 
your main preoccupations 
are the contents of the 
houses and taverns vou 
pass. When confronted by a 
guard you will be asked if 


you the complete computerised, role- 
playing adventure package, 
Your Game Pack' will 
consist of a full length 
adventure story and 
the most intriguing, 
complex and exciting 
computer program vet to 


be released. 


As the adventure 
unwinds you will become 


Adventuré 


INTERNATIONAL» 


85 New Summer Street, Birmingham B19 3TE Tel: 021-359 080] 


improve your | 


wish to 
Should you be running short 
of stamina points, or if vou 
feel that you are unlikely to 
win, ii may be wise to surren- 


You surrender. 


der. When vou enter into 
combat, attack options are 
displayed in order of difficul- 
ty of hitting that location 
tlhead, chest, body, legs, 
arms) and the damage inflic- 
ted by a successful hit, So a 


head blow is more tricky but | 


Scores greater damage if 





The Swordmaster”, it will be up to you, 
and you alone to overcome every 
diabolical adversary sent against you. 
You'll experience combat routines of 
such excellence you will have to gain 
more and more experience to delve 





successful. However, you 
can choose to aim blind 
which gives you a better 


| chance of a hit, but the com- 


puter randomly selects the 
location of inflicted damage. 
The severity of a wound infli- 
cled on you is displayed in 
“damage points', 

When entering a house 
you are given the option of 
either searching the house 
with a view to stealing 
anything of value, or asking 








deeper into this compulsive adventure. 
Dare you enter The 
Swordmaster's' realm?.. 
find out in February '85. 
For the Spectrum 48k, 
Commodore 64, plus most 
other popular micros”. 
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the inhabitants the direction | 


of Bellatrix's house, How- 


ever, in the city where greed | 


plays an ovenwhelming part, 
a will find that you need to 
bribe them for an answer. 
False Clues can be given, but 
a false clue will never be 
given twice, whilst genuine 
clues can appear again and 
again. Displayed in the top 
right-hand corner is your cur- 
rent status. This shows your 
current skill level, stamina, 
wealth, and how many 
moves you have made so far. 

Clearly, City of Death is a 
D&D style game where the 
idea is to build up your stam- 
ina and skills to enable you to 
defeat ever more powerful 
foes in order to complete the 
quest. The success of such a 
game relies on the accurate 


| Interpretations of actions so | 
| that their outcome can be 


realistically expressed in 
terms of numbers. So, when 
you glance up tothe top right 
the increments and decre- 
ments in stamina and skills 
should fall in line with what 
you would expect from the 


| action taking place. In this 


game their are one or two in- 
consistencies that are left un- 
explained. Buying four units 
of food for five coins gains 
forty units of stamina while 
on another occasion one unit 
for twenty coins gave only 
twenty-five increments in 
stamina. Further, | think it 
strange that continually eat- 
ing results in an increase in 
stamina without a reason- 
able limit to its growth. 

Once you have visited a 
house, à retum trip gives 
You have been here before' 


which although unhelpful in 


itself does allow you to get 
add bearings. lt might have 

een a sneaky plus for the 
game had it allowed you to 
return to a location where 
Ea had paid for information 

utthis time kill the occupant 
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and regain your money. If 
you choose the option “ask 
stranger at a house, and 
there is no-one inside, you 
are not allowed to search 
and steal. Why not is not 
abundantly clear apart from 
the saving in program com- 
plexity. Combat, once again, 
continues to the death with 
no option for surrender or 
run while you have no idea of 
the strength of your oppon- 


ent until combat begins. 
Another example of Bre 
the program leaves you in 


the cold is when paving | 
money for arms, your skill. 
factor increases, but you are | 
| | not told of the type of arms 


you have succeeded in pur- 
chasing. In other words, it's 
all numbers and no realism, 
Asking for information from 
the natives you soon discov- 
er the limitations here since 
to choose information val- 
ued at five coins always 
gives 'a skeleton rules in the 
city”. In all fairness the game 
has got some charm in 
places. Three options are 
offered on loading, easy, 
moderate and difficult while 
durin each game the 
guards move from a snail's 
pace posing very little threat 
to a remarkable agility 
towards the end. 

City of Death is a neat, 


well-presented D&D style 
game with colourtul 
graphics and a eurious 


choice of movement keys. 
The jerky graphics and slow 
response are perhaps an ind- 








ication of the game's postur- 
ing toward strategy rather 
than arcade but as a strategy 
game it has many inconsist- 
enctes and omissions. The 
game is not such a bad 
attempt at bringing D&D to | 
the computer screen, it just 
has too many voccasions 
where you're left thinking “if 
onlyit had... 


COMMENTS 


Difficulty: easy at start but 
ets harder 
raphics: reasonable 
Presentation: would be 
better if only listed options 
available at any one given 
time 





| Response: sluggish when 


moving large distances 

General rating: missed 

opportunities but a good 
ettort 


Atmosphere E 
Vocabulary A 
Logic 5 
Debuggin 8 | 
Overall value 5 





CURSEOF THE SE 


Producer: Artic 
Computing 

Memory required: 48K 
Language: machine code 


' Author; Alan MeDonald 


| review here a 
production version (4.0) of 
Curse of the Seven Faces to 
be marketed by Artic Com- 
puting. H all companies sup- 
plied such authoritative 
maps of their adventures 
they might receive more 
sympathetic reviews. It isn't 
just the detailed map that 
ias coloured my view of this 
game; the screen provides 
quite a dash of colour itself 
Using some of the more 
pleasing Spectrum shades to 
show off a text adventure to 
its best. This along with the 
attractive colours gives the 
program the edge in present- 


| ation. 


Alas, all is not well though. 
This is a good game in need 
of a script writer. As it stands 
the plot is so weak and thin, 


vacuous and inconsistent, it | 


could only be used in a 
second-rate American movie 
— you know — the type that 
comes round every school 
holiday and makes a fortune 
to the utter bewilderment of 





pra Er 


what seems like hours in 
front of adverts for choc-ices, 
and films about pampered 
poodles who, when tired of 
strutting and fouling Sunset 


' Boulevard, quite like to wind- 


surf along Venice Beach. 
Anyway, it is a shame this 
this game hasn't got a cred- 
ible storyline because other- 
wise it has many strong 
points including copious and 
atmospheric descriptions in 
what is a very long advent- 
ure oiled by a friendly vocab- 
ulary. 

This paragraph is only for 
those who don't feel queasy 
when they watch M*A*S*H 


FAC 


anyone who has sat rigid for 






rar 
LI] 
1 | 


b] 








on television or who feel that 
long spells of adventuring 
should be punctuated with 
contrasting spelis of hard-- 
headed reality. Mazes are old 
hat and this game has two of 
the wretched things. The 
EXAMINE command isn't 
error-checked so EXAM XXX 
Eu the same response as 

XAM WALL, and EXAM 
SHELF gives the wrong 
response. In a large, dense, 
deciduous forest you see a 
garden spade but when vou 





















































to pick it up itconfusingly 
omes a small silver 
spade. But more to the point, 
what is it doing in à hole in a 


tree in the first 


| upon some dead | 
ers, and searching their 
| bodies turns up absolutely 

nothing while elsewhere 
objects are strewn around in 
the most unlikely places like 
confetti! Ifadventures can be 
Ph sonda to novels (and 
surely text adventures must 
be) then this adventure clear- 
ly falis short of the mark, un- 
less it's a surrealist work. The 
structure of the plot is a trifle 
dull also. Nine times out of 
ten if vou find something 


you'll find out what to do | 


with it in the very next frame. 
Hence, I'm not giving too 
imuch away when | tell you 
that you'll need the stones in 
the armoury. Even supplied 
with this clue you right sino 
the eventual solution to the 
problem here | rather 
implausible. The adventure 
| has no classic problems but 
instead relies too much on 
magic, and why does the 
| wizard's own spell book give 


place? In | 
another location you chance | 
adventur- 
“attheedge o 


details on how to kill the 
wizard? 


So much for what is amiss. 


What about saving grace? 
The descriptions are really 
quite impressive. Here is an 
average it plc :*You are 
a large, dense, 
deciduous forest. As you 


walk between the trees, the 


old leaves of last autumn 
crunch loudly under foot, 
whilst above you the new 





buds of spring are blossom-. 
ing. A small pathwa 


con- 
tinues to the south-gast, 
whilst to the north a hill 
slopes down into the peace- 
o cd 

H eight compass direct- 
ions are used with NE, SW 
etc. and the basic compet- 
ence of the programming is 
high; the input routine is so 
sure-footed with a strong 


beep, and the action is so || 


fast, that | t a tangible 
sense Sr pibamuro just 
zipping around at high 
speed. The magic has you 
fiving around even faster 
from here, there and every- 
where like a demented pant- 
omime fairy. 

Curse ofthe Seven Faces is 


programming but in these | farming with DDT or becom- 
days when software is | ing self-sufficient in video: 
marketed with the sort of | cassette production. 
alisar > gho Dkms af tho 

snown by the likes of the | a 

Midnight Trilogy, is it cad COMMENTS 

enough just to plonk the e 
adventure into a labyrinthof Difficulty: quite easy 
anonymous wizards, trolls Graphics: ii SO 

and dragons with a strange | on. very go 
admixture of fantasy arte. | Input facility: goes beyond 


poles inserted into locks, 


opinion of this game. To my 








a structurally sound piece of | mind it's'a bit like organic 





verb/noun in places 
HÉSDÓNS : instantan 


as a staff, hat and se: | 
ngs General rating: good value 





refined petrol and security 
discs more at home on a 
Enacanntor Since, otherwise, | 
18 game is sound with 
many worthy features, itisto 
the extent you find such 
inconsistencies  tolerable 
which will dictate your 
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Producer: Temptation 
Software 

Memory required: 48K 
Retail price: 
Language: BASIC and 
| machine code 

| Author: Alan Davis . 


fhe Journey is a real-time 
text adventure with only a 


few graphics in which your | 


quest is to seek out the 
legendary White Ship of the 
Elves and obtain passage to 
a distant land where your 
destiny as an adventurer 
may be Tulfilled (don't ask 
me what this last bit means, | 

ot it straight off the inlay). 
AS you make your way over 
the lands of the Black War- 
lock, and beyond, you will 
meet many creatures. These, 
apart from the guardians 
who keep a constant watch 
| Over important routes and 
treasures, lead lives of their 
own and are free to roam as 
they wish. They may appear 
friendly, indifferent or decid- 
edly hostile, and this will 
depend on how you conduct 
yourself. Some may have 
pone you don't possess 

ut will only help once 
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THE JOURNEY 





pe won their respect. 
aimilarty, they will only talk 
to you, perhaps. imparting 
useful information, if they 
like you. 

After about twenty 
seconds the What Now?' 
pro is withdrawn briefly 
rom the bottom of the 
screen while the 
characters are given the 
option of performing some 
function, To take a breather 
from the relentless on- 
slaught of real-time, type in 
any letter in response to the 
Rg and do not enter. 
nowever, if this letter is sub- 
sequentiy inappropriate and 
you must delete it, the obses- 
sive real-time element leaps 
straight back in slowing up 


pr next input. So although | 


he Journey is indeed a real- 
time game, this element is 
more obtrusive than in, say, 


| The Hobbit, as WAIT, for 


example, does not speed up 
time but is simply there as an 
option to sit out the next 
twenty seconds, quite literal- 
ly. This is not such a bad 
thing as the game has quite a 
strategy aspect to it and this 
provides time to think. 
Where the realtime really 
does intrude is when the 
computer insists on taking its 


turn every twenty seconds | 


no matter what. You can be 
typing in a command only to 
find the program isn't accep- 
Ung itsince itis too busy with 
its own, rather slow and lab- 
orious, computations. When 
you finally get your input in, 
a delay of four seconds is 
almost standard. 

For the seasoned advent- 
urer the vocabulary shows 


many anomalies, so reading | 


the inflated instructions, 
alas, is ã necessity. 
Communicating with the 


other | 








| Characters is non-standard 


but easy to come to terms 
with. 'Sa 
favour of TELL ELF OPEN 
DOOR, or TELL ELF TAKE 
SWVORD, which neatly keeps 
input to a four word max- 
imum. If you should decide 


to get the dagger from the | 


elf, and if TELL ELF DROP 
DAGGER is successful vou 


are told that the elf has given | 


you the dag Ag you must 
still GET D 6G R. 

When verb/noun coupl- 
ings are used, the verb, 
Sadly, must be typed out in 
full, so the almost universally 
friendly EXAM is expanded 
to EXAMINE. If a character in 
a nearby location is needed 
you can CALL him to you but 
the calls will go unheeded 
unless you have taken the 
time to befriend him in the 
first place. Friendly charact- 


ers, once called, will prove | 


more useful if you make use 
of the LIST command where 


LIST ELF will produce a run-| 
down on what the elfiscarry- | 


ing. | like the command LIST 
ELF 


but why LIST instead of 


INVENTORY when you want 
to know what you are carry- 
ing? There is no sane reason 


| why the letter | should not 


give your own inventory in 
every adventure — just like 
any other industry standard. 
ach character in The 
Journey, including your 
own, possesses three attrib- 
utes: intelligence, prenda 
and experience. he 
command STATUS will give 
Our own current attributes. 


ou can determine the status | 


of other characters by typing 
STATUS ELF etc. Your attrib- 
utes will change as the 
adventure progresses. Solv- 
ing certain problems may 
cause your intelligence to 


"increase while eating increa- 


ses your strength to a max- 
imum which, quite rightly, 
does not just decrease with 
time but with combat and 
exertion. Interestingly, 
wounds are healed by eating 
in that you become strong 
once more. Your effective- 
ness in combat is governed 
primarily by the sum total of 


to” is dropped in | 





your attributes compared to 
those of your opponent, to- 
gether with: a small luck 
actor. You may engage a 
character in combat by 
typin FIGHT THE 

ARLOCK in which case it 
will be assumed you wish to | 


| fight with your bare hands. | 


Possession of weapons may 
be used to advantage by 

ping . FIGHT WARLOCK 

ITH SWORD. All weapons 
give you an increased 
advantage but vou must 

uess which weapons are 
the more powerful. You need | 
not specify a weapon when | 
asking others to fight on your 
behalf (TELL ELF FIGHT 
GIANT). Ifthe elfis carrying a 
weapon he will automatical- 
ly use it and if he is carryin 
more than one he mi 
choose the most powerful. 
Others may take the initiative | 
and attack you first and if 
wounded your strength is 
reduced. 

The Journey is an adven- 
ture where selecting the 
most fruitful avenues and 
taking them atthe. appropri- | 
ate times is more important 
than the linear progression 
characteristic of many adv- | 
entures with a long line of 
problems. After studying the 
solution two thoughts cross 
my mind, Firstly, the game is 
very complicated and has 
the wherewithall to keep an 
avid adventurer engrossed 
for some time. Secondly, | 
unravellin could prove 
rather difficult if the adven- 
turer must discover for hirn- 
self which weapons are the 
most lethal and which char- 
acters' friegndships offer the 
most gains. Much work has | 
gone into creating an im- 
pressive depth in the game 
which is very different from 
the run-of-the-mill adven- 
tures and offers a further 
advance in character inter- 
action, Well worth a look at. 


COMMENTS 


Difficulty: moderate-difficult 
Graphics: very few 
Presentation: black on white 
with no use of colour 

Input facility: verb/noun 
except when using TELL 
Response: average about 4 
seconds 

General rating: different and 
worth a look at 





Atmosphere 8 
Vocabulary 6 
Logic 7 
Debugging 10 
Overall value 8 





6 High Resolution Graphics Á 
6 Full Animation 7 

8 Sentence Input 

6 12 Separate adventures 

é Sound Effects 


Che tiny principality of DORCASIA was a pleasan 
tertite land until the wizard ZENDOS used his evil 
powers to cast the country into perpetual darkness 
until all citizens pledae obedience to him. 


lis known that through the SPELL OF DARKNESS 
tendos has trapped the spirit of cach month into 
one of 12 GOLDEN TEMPUS RUNES qr RUNIC 
HOUR GLASSES hidden deep within his 
musterious and maqical castle, 


As the land dies in the grip of the black 
desolation a hero must be found to locate 
and destroy the 12 hour glasses thus 
releasina the months and returnina 

Dorcasia to the natural forces of the seasotis, 


Each glass has a RUNIO inscription around its base 
which vou must read and understand. Only saving 

these words will hift'that part of the spell, To proteci 

the hour glasses Zendos has placed them in 12 separate 
rooms in his castle, each room linked to a different 
exterior gateway by a devious route, 


Depending on which entrance vou select Zendos casts 
spas wrbich change the locations of FO DITIS within TES 
castle to contfuse vou, The menacing creatures and 
challenging problems wbich confront vou at every tum 
mean that only the brave and the clever will succecd. 


THE ORACLE'S CAVE " elctad ranchos 
| « BE) WEHSMITH 
P| Our best seller available for th | E | 
| 48K SPECTRUM and COMMODORE 64. Corre from 
DORCAS SOFTWARE 


continuously displayed high resolution graphics and 3 The Oasis, Glenfield, 
text, a new cave em and event sequence for every Leicester LE3 80S 
f 


Oracle's Cave is a unique adventure game featuring 


at E7.95 (inc. VAT) 


game and a time limit on every adventure. 
nb my Postage and Packing FREE 
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Here's an interesting item; it shows how far a company that is well known for its text-only adventures can go 
when it gets the graphics bug! These screen shots are from Level 9 Computing's recent release Return to 
Eden, their first ever graphical text adventure and the follow up to Snowbal|, Seen here are 100 of the 240 
screens. The pictures are un-retouched screen-shots taken from a Sanyo monitor, using the Commodore 64 
version of the game, although the graphics on other versions are similar. Level 9 says Return to Eden is a 
tricky game so it's likely that few people will have managed to get all the way through = most will still be 
stuck in the prairie or the forest near the start. But as you can see, there's lots more beyond! As it is their first 
graphics venture, Level 9 are naturally rather proud of their graphics and understandably upset that many 
players may miss some! So they sent us this collaged photograph to print as well as a copy of the poster (the 
box and inlay artwork was unfinished when Derek reviewed Return to Eden). For the other 140 screens, you'll 
just have to get a move on, explore, examine and whatever else is required and see them for yourselves! 
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For the first time ever there is 


SA "game with stunning 
Á moving graphics — the 
unique Avalon. 
| Only Hewson Consultants could 
bring you Avalon with its awe 
inspiring animation. Avalon is the 
. breakthrough that brings adventure 


“tolife. In this challenging game you 


must use your astral projection Morac 
the Mage to search into the heart of 
the Isle ofúlass and forever banish the 
Lord of Chaos before he can subject 
Earth to the Dark Ages for a thousand 
years. You must explore a three 
dimensional world with more than 
220 separate rooms and over 30 
tunneis. On your way you will be 
challenged by over a hundred 


selected items available fromCentresolt Dealers 
and all leading computer software retailers 


g anall action, 3D adventure protection is the magic of your spelis. 


animated foes, goblins, wraiths, 
guardians and evil wizards. Your only 


Avalon, by Steve Tumer, is the 

adventure game of the year, and is 

available NOW! from your local 

software stockist. Remember, a world 

of graphic adventure awaits for 
dos E7.95 
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3D SPACE WARS — Steve Turner 
Hat the Setddiad througa four levets of 30 hyperspace arul 
destroy them 
Jystick companiade, VER cr dês ES.+S 
NIGHTFLITE | — Mike Male 
Fight simuddaghor wir Buil arestrurmerd display are peeapectiyr 
PUTA 
Jomick compantãs, 16h pra ET.05 
HEATHROW AIR TRAFFIC CONTROL - 
Mike Male 
Wirtten Eyes professional air trafo cortrolter. 
PRC e 
QUEST ADVENTURE — Kim Topley 
Find à map hiddem in an infospitatia ria inhabited by 
dpi CrEaTuTES 

centy 
FANTASIA DIAMOND — Kim Topley 


Retriege the magnificent Fantasia Dliamorn and rescee Beris 


Ehe master spy 
SEM anty E7.95 
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ware houses can't be wrong? 








A couple of months ago | 
asked you to write in about 
the type of adventure 

à setting you prefer, either 
q fantasy, science fiction, con- 
| ! temporary etc. The response 
a has been about 50/50 for and 
ainst the fantasy setting. 
eil Talbot from Broms- 
grove, Worcs writes: 





| Iget very easily bored 
fighting off silly monsters 
with unpleasant habits and 
discovering useless objects 
and rescuing vacant-minded | 
princesses. | would rather 
find ways of escape, such as 
in Urban Upstartor Colditz, 
or even try to avert disaster 
as in Level 9's Snowball, or 
try to discover the identity of 
| anamnesiac. 


In contrast, Mike Arnautov of 
Flackwell Heath writes: 


4 ope prefer fantasy 
setting adventures. | freely 
acknowledge that this is 
simply a matter of personal 
taste, but adventures like 
| Urban Upstart and such like 
bore me to death. Detective 
| Ones also leave me cold. Itis 
unfortunate that the fantasy 
backdrop has been given a 
bad name by too many 
amateurish imitations ofthe 
one and only original 
adventure. 


For those of you who are 
writing your own adventure 
ames Michael Trinden of 

Rocot gives the following 
advice for increasing speed: 


Eliminate all FOR-NEXT 
loops and use IF-THEN state- 
ments instead. Also, try to 
use as few arrays as possible 
and definitely no string 
arrays. 


Oh, by the way Michael, you 
shouldn't have stuck your 
10p donation to Lioyd 
Mangram's salary to your 
letter with such potent 
adhesive tape. In his 
euphoric frenzy to procure 
the lucre he sh ed your 
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Bi rough the Signpost mailbag this month, it again | 

| appears that most adventurers prefer text-only adventures 
to their illustrated bretheren. So come on you graphic fans, 
write in and admit peu prediliction; surely nine out ten soft- 





|. One of'the topics which 


| letter. Now with such 


finance we're all likely to 
suffer the Wrath 

Mangram. Only the other 
month he was implicated in 
subversive activity, publish- 


| ing a letter claiming that the 


Adventure Trail tip on the 


whereabouts of Drapnir was 


wrong. This was of course, 
totally untrue and was 
purely an attempt at under- 


mining confidence after his 


moves to steal Sign 
initiated in the October 
issue, had been thwarted. 


interests me most is hearing 
how dra think adventures 
should be designed and 
structured. Although every- 
one agrees that games 
should have a friendly 
vocabulary, logical plot and 
problems, and an easy to 
read lay-out, it always 
amazes me how many 


E rams are released with | 


undamental defects. Mike 
Aroutov writes a very long 
letter on this subject which | 
think is worth publishing in 
full as it's very interesting 
and brings out many new 
points. Also, hopefully, 


some adventure authors and | 


publishers may read this and 
possibly stop releasing 

games with so many annoy- 
ing faults. Mike writes: 


VOCABULARY 


1) DO have as rich a 
synonym set as feasible, 
particularly for verbs. | never 
cease to be amazed how 
many players tryto use KEEP 
or CARRY instead of TAKE, 
LEAP instead of JUMP, 


| ACROSS instead of CROSS, 


WAND instead of ROD etc. 
Every time your program 
fails to understand a word, 
the player is reminded that 
he is merely typing words 
into a stupid computer. 


2IDO include in your vocab- 
ulary any major features 
from your descriptions and/ 
or messages. At the very 
least, try to construct your 





text in such a manner as to 
suggestto the plaver what is, 
and what is not, likely to be 
mere window dressing. | 
have seen people wasting 
HOURS attempting to 
manipulate features just 
meant to provide a bit of 
colour to the setting. 


| 3)DO program for LOOK, 


EXAMINE and SEARCH as 
different verbs. This one 

de bd needs justifying, does 
it 


DO provide the BACK 
(synonymous to GO BACK 
and RETURN) command, 


| especially if your passages 


twist a lot, it is not fair and 
highly unrealistic for the 
epi to be unable to 


acktrack to the last location, | 


except in special circum- 
stances. 


5)DO provide the VOCAEB- 
ULARY command, One of 
the most frustrating features 
of all (but one!) adventures 
I've seen is having to guess 
what the prograrmmer 


| thoughtto be a reasonable 
| vocabulary. The commandis 


a must for verbs. It can be 
argued that listing nouns as 
well may give too much 
away. The list could, 


| howevet, be restricted to 


nouns referring only to the 
objects and situations 
already encountered by the 
player. 


6)Do provide the USE verb, 
even if the response is just a 
qui, eg. Use... use...l 
really detest the way some of 
you humans issue the 
vaguest sort of commands 
and expect the fine details to 
take care of themselves. 
You'll have tobe more 
specific than that! 


7)Do at least try to code for 
TAKE ALL and DROP ALL. 
Though | have to 
acknowledge from personal 
experience that this ma 
resent unexpected anc 

ormidable programming 
problems. 


SYNTAX 


NDON'T make your parser 
too clever for the rest of your 
Ap dada It is allvery well to 

e able to type commands in 
a natural sounding subset of 
English. Make sure, though, 
that your program can 
respond in a reasonable 
manner to the unforseen 
complex commands the 
player is bound to try, and 


| ions ofthe type GO STUMP. 





| results in a response of You 


' 2)DO allow movement in the 


| four. It adds enormously to 


| problem to be solved. 


a, 


“ 


A 


poe 





parse. lf you don't, your 
parser will expose and 
exaggerate the weaknesses 
of the rest of the program. 


2)DON'T rely on construct- 


This is not purist nitpicking. 
You are (or at least should 
be) aiming your adventure at 
novices as well as dedicated 
adventure freaks. 
Remember that GO STUMP 
(and similar atrocities) will 
be the last thing a novice will | 
thinkofand may get distinct- 
by irritated as a result, 


3/DO specify the reason for a 
failureto parse a player's 
input. “Idon't understand 
that!” just isn't good enough. 
Whatis itthe program failed 
to understand? One ofthe 
words? Which one? The 
syntax? Where?! However, . 
avoid the classic putdown of 
which Zork in particular (our 
version at least) is guilty: DIG 


must supply an indirect 
object! In the true spirit of 
the classic original, the 
response should be simply: 


Dig what? 

4jlfyou do allow a complic- 
ated command structure, DO | 
provide a facility to edit and 
resubmit the last command. 
The nowadays popular 
AGAIN (to resubmit the last 
command) is not really all 
that useful, and neither isthe 
abilty to chain your | 
commands with AND (or 
similar). 


GEOGRAPHY 


DO make the map of your 
adventure largely geograph- 
ically consistent. The player 
will have to draw it sooner or 
later and you willsave himor 
her a lot of unnecessary work 
and frustration. 


eight compass directions, 
instead of the more usual 


the credibility ofyour world, | 


3)DON'T introduce mazes 
just for their own sake. 
ersonally | enjoy maze | 
mapping, butitturns out few 
players do. Mostly they try to 
avoid maze mapping if at all 
possible, This is not to say 
the mazes are out of bounds, 
but there must be a pointto 
them — a twist of some sort, 
which converts a maze to be 
laboriously mapped into a 
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| Your parser will happily 

















4)DON'T describe simple 
locations as complex ones. It 
Is ridiculous to describe (for 
example) a single location 
with a single exit og 
somewhere else altogether 


| asa dense jungle'ora 


golden valley”. 


SIDO, however, provide 
some genuinely complex 
tocations within which the 
player can move, even if you 
actually allow only two 
different positions within 


| such a location (the famous 


“two-pit room isan 
example). You have to take 
care, however, to make any 
major features (especially 
the ones not hard-wired into 
the description) visible from 
all positions within the 
location, unless there are 


| Obvious reasons why they 


should not be visible. 


SIJDON'T conceal exits 
without suggesting a reason 
why there might be conceal- 


| edexits in a particular 


location (say, ground is 
covered in dense mist 


| making stairs down invisible, 


orthe room is fullof boulders 
— implying that some exits 


VOTING FOR 
THE 
ADVENTURE 








CHART 


The CRASH Adventure Chart 


has picked up considerab 
since we first introduced it, wi 








form, so please use it for the 


may be hidden behind 
boulders, etc.) 


Iwon't comment on this 
myself at the moment but l'd 
like to prod what you have to 
say on Mike's suggestions. 
In particular I'd be most 
interested to hear the views 
of adventure authors on this 


subject! 


In the December issue 
Jerry Vaughn and Rhys 
Davis asked if anyone knew 
the whereabouts of 
Farflame the Dragonlord in 
Lords of Midnight. must 
thank all the warlords who 
wrote to say that Farflame 
can be found at the Tower of 
Ashimar in the mountains of 
Ashimar. I'm also informed 
that Morkin is the onl 

erson who can recruit 
arflame. 

Level 9's Snowball is still 


| in danger for R. Spears who 
| 15 unable to remove the 


batpak from the video. To do 
this: ZPF XJMM OFFE UIF 
TDSFXERSJFS. 

Both Neil Soloman and 
John Farmery are having 
difficulty finding the dragon 
statuette for crossing the 
molten lava chasm in 
Velnor's Lair, ifyou cross the 


Adventure Chart, and not the 
one included at the bottom of 
the Hotline details. If you are 
voting on both charts, you may 
send both forms together in the 
same envelope of course. 


How to register your votes 


There seems to have been 
some confusion in the minds of 
voters for the Adventure Chart, 
so to clarfy the situations, 
here's how we do it. You may 











| Crevasse to the east things 


may become clearer. To 
achieve this: FYBNJOF XPPE 


| XIJDI JT GPVOE JO GVOHJ 


SPPN. 

Neil is also having 
problems crossing the river 
and leaving the village in 


Mountains of Ket, Actually, 


Neil, | don't think it's 
e to cross the river. 

ou" need to go east to get 
out of the village, and you'll 
need the map! 

E. Berg from Norwich tells 
me that the solution given in 
the November issue E 
passing the force field in 
Planet of Death didn't work! 
You could always try a 
second solution: GJSF 


| MBTFS, GJSF MBTES, 
EBODF, 


Dave Havard of Farnham 


| has a rather sticky problem 


and asks: 


In Artic's Eye of Bane, how 
do | get honey from the 
apiary? I've tried WEAR NET, 


| butit doesn't understand 
| WEAR or anything like it. 


Actually, | also thought 
NEAR was the logical verb 

when | first played it. 

However, try: UISPX OFU. 


any of them points out of ten. 
So, for instance, you might 
vote for seven titles giving 
each of them ten points if you 
think they are worth it, or only 
three and give them one each. 
These votes are then added up 
for each title and the total is 
divided by the number of peo- 
ple who voted for the program 
result in an aggregate 
figure. From these figures, the 

thirty adventure games are 

en in descending order. 


" Tylon's castle in Kentilla and 
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Dave is also having 
trouble finding asafe place | 
to drop objects in Mountains 
of Ket. This appears to be a 


| problem afflicting many 


explorers. 'd guess you need | 


| to: GFFE BOE DIRJO UIF 


HVBSE EPH. 
D. Levett from Bromley 
asks: 
How do | get into 


howto | get through the Door 
of Destiny in Tower of 
Despair? 





To cross Tylon's moat, I'd 
say you need help from 
Caradoom. To pass through 
the Door of Destiny you will 
first need objects from 
EFTOBJS BOE IPÕE. H you 
find this useful, maybe you 
could let me know how (if) 
you pass the Angel of Death. 
Pl finish this month by 
asking a question for Simon 
Webster of Sheffield, How 
do you get the halter from 


| the harpies in Perseus and 


Andromeda? | must confess 
to never playing this game. 


 Thismonth'sE1Zof 


software goes to Mike 
Armoutov, | don't lose his 
address first! 





ing for the Adventure Chart at 
the beginning), and may also 
be written in letter form without 
the use of the coupon if you 
prefer. 


Adventure Chart Prize 
Draw 


And don't forget that, like the 
Hotline Chart, you can win 
prizes! Each month we draw a 
winner from the voters, who 
receives £40 worth of software 


more and more votes coming Phoned-in votes are anda CRASH T-shirt, with four 
in every day! To make life vote for as many titles as you accepted over the Hotline runners-up each eiting a 
easier for sorting, we are now wish (notjustfiveasintheHot- (0584 3015) in the same way T-shirt and a mini-subscription 
providing a separate write-in line Chart) and you may award (please state that you are vot- to CRASH for three months. 
[SA SS RR Se RT RR Cr io Sd Ce da O a a DS = 
| ADVENTURE CHART Hemember = points out of ten for as many titles as you wish. 

| h 

| 

> ABERS saa rs ETR pe pa Ace dessa aaa MEN TR e 

à 

DP TAP E SAGRADO e 

postcode 

| 

| Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 

| LUDLOW, SHROPSHIRE SY8 1DB 
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Producer: Activision 
Memory required: 48K 
Retail price: £9.99 
Language: machine code 
Author: David Crane 


It's doubtful that anyone can 
have missed the film Ghost- 
buster over Christmas, so 
the background to this game 
| from Activision needs little 
 explanation. The Spectrum 
release of Ghosthbusters has 
been completely overshad- 
owed by the CBM 64 release 
which was timed to be on 
sale before the film even 
opened in December. And 
most of the fuss over the 
Eno has been occasioned 
y the CBM 64 version with 
its super soundtrack. The 
| Spectrum version also uses 
the Ghosthusters theme, but 
somewhat less successfully 
of course. 

Ghostbusters is more of a 
strategy game than an arc- 
ade game, based on the idea 
of running a Ghostbusters 
Franchise to clean up the city 
Of paranormal manifest- 
ations. To begin your franch- 


ise you need to enter your | 
name and account number if | 


| you have one (being carried 
over from a previous game). 
“Hyou haven't got an account 
number the computer will 
allocate you a starting sum 
of £10,000. Next you must 
select one of four vehicles 
which have various capacit- 
ies for carrying ghostbusting 
equipment and speeds, and 
of course they each cost 
more than the last. Having 
| purchased a vehicle, the next 
step is to equip it. Monitoring 
equipment includes the PK 
Energy Detector, Image Imt- 
ensifier and Marshmallow 


Sensor. dp Equipment | | 


includes Ghost Bait, Ghost 
Traps and the Ghost Vacu- 
um. Storage Equipment incl- 
udes the Portable Laser Con- 
finement System. All these 
items have their own prices, 
and the starting sum will not 
allow you buy lots of every- 
thing, so game experience is 
valuable in making these 
| decisions, and the equip- 
ment has important funct- 
ions. The PK energy detector 
warns of approaching Slim- 
| Ers; image intensifiers make 
slimers easier to see when 
trying to catch them; the 
| marshmallow sensor warns 
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of the dread Marshmallow 
Man; ghost vacuums suck up 
roamers;, ghost trap traps 
catch and store slimers once 
the bait has attracted them: 
and the portable laser con- 
finement system holds up to 


“ten slimers in the vehicle, 


thus saving you trips back to 
GHO. 


The game proper begins 
with a map of central New 
York with Zuul's Temple 
marked in the centre and 
GHO at the bottom. Red 
flashing buildings indicate 


the presence of ghosts. The | 


object is to cleanse the build- 
ings and suck up roamers 
which are trying to make 
their way to the Temple of 
£uul. From the map, a route 
may be selected and then the 


screen cuts to an overhead | 


view of your vehicle on the 
road. Roamers can be suck- 
ed up by pressing the vacu- 
um Button at the right 
moment. On arriving at the 
building, the screen cuts 
again to a side view of the 
building, and you can see 

our q osiDuators at its 

ase. [raps must be laid and 


then the two busters turn on 


their negative ioniser packs 
and aim the beams to trap 
the ghost between, without 
letting the beams cross over 
— very important that, 

The mere ghosts you capt- 
ure the higher your credit 
rating goes. The game ends 
when the Gatekeeper and 
Keymaster join forces at the 
Temple of Zuul in which case 












you will not have earned 
more money that you started 
with, or you do have suffic- 
ient credit but fail to sneak 


| two ghostbusters into the 


entrance of Zuul, or the same 
thing but you do succeed in 
getting them in. 


CRITICISM 


O “This game was released 
to coincide with the feature 


film. Seeing the earlier CBM 


64 version before it an easy 
comparison can be made, 
Obviously the CBM has got 
better looking graphics and 
sound than the Spectrum. | 
take the pleasure to say that 


| S0Un 


the graphics are no different | 


on the Spectrum version 
whatsoever, although the 
sound track on the Commo- 
sdore version really did give 
it a nice playable rhythm as 
continued throughout the 
ame, The Spectrum version 
oes have sound and the 
Ghostbusters theme at the 
beginning of the game, but 
this is all aih 
bag because there is no 
or, should | say, no 
synthesised continuous tune 


the game definitely seems to | 


lack something. This does go 
to show that the game itself 
lacks distinctly in content. 
More often than not there 





With a low PK energy figura for the city, things look okay as tho Ghostbusters set off. 
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something as good as the 
film, untfortunately this was 
not the case. On the whole 
the game tended to lack 
atmosphere, this was poss- 
tbly due to the distinct lack of 
sound. The game was gener- 
ally unexciting and the tasks 
rather uninspiring. After 
managing to Dust a siimer | 


was unable to return to the | 


Sireei scenetmap, my efforts 
still proved fruitiess after 


e "| several attempis. On the 


seems to be litileto do. While 
trying to catch aslimer with a 
trap [found that a slimer was 
too lively to be able to be 
caught and also it tended to 
wander too much to one side 
of the screen and not to use 
the entire 
several people that | know 
were sag erly awaiting the 
arrival of the Ghostbusters 
Spectrum version. | have the 
Sad news to inform them that 
this game is notup to scratch 
and won't have any real last- 
ing appeal, and at the price is 
a total rip-off.' 


O “After hearing a lot about! 
the Ghostbusters 
couldn't wait to get my 
hands on a Spectrum 
version. Alter seeing the F1O 
price tag | was expecting 





laying area. | 


fim dl 


whole | felt that the game | | 


was bad value for money 
and lacked addictive qualit- 
tes. The graphics were acc- 
eptable but I've seen much 
better for much less. Basical- 
ly it just left me cold. 


O Ghostbusters for the 
Spectrum is bound to be 
compared with the CBM 64 
version which is a bit unfair 
because the thing that made 
the Commodore version was 
the sound, which as we all 
know cannot be reproduced 
well on the Spectrum, 
though what is there isn't 
bad for a one channel 
speaker. The graphics are 
quite good but everything is 
just a trifle slow for me. 
Ghosthusters isn't that add- 
ictive because it's slow start- 
ing up, also | don't know 
whether our version was 
bugged but when you 
caught a slimer, the only 
thing you could do was start 
the game over from the 
beginning again. 
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Ghosthbusters has been a dis- 
appointment.' 


COMMENTS 


Control keys: Q/A up/down, 
O/P acid andZtofire 
Joystick: Kempston, Sinclair 


| 2, Protek, AGF 


Keyboard play: fairly 
responsive 
Use of colour: well used on 


| the map screen especially 


Graphics: above average to 


Eoun 
und: good tune, though a 


little flat, otherwise not much 
during play 

Skill levels: 1 

Lives: N/A 

General rating: average 
quality but boring and poor 
value for money. 


Use of computer 78% 
Graphics 72% 
Playability 60% 
Getting started 69% 
Addictive qualíties 48% 
Value for money 31% 
Overall 60% 





TAPE COPIER 6 


Hh our second generation copher package 
programs, with now UNIQUE 


advanced 


features. 48K Spactrum only. Makes pour old copies redundamt? 


Deals with fast-ioaders -converts them to normal speed for drive transter. 
parts CONTINUQLISL É 
Short tona lnaders, falselll 

effectivo, Usar friendiy. Cop 


in program 


Y- aver wu Hthere is no sound gap, 


E headors, etc, making the process Simple ar 


Es mith v. | 


ong programs (say GS000+ bytes). 


Extra features, eg. integral header reader, pause, delete, abort, repeat copies. 


| manual, 
MINITARPE 6 [MT6) — 


extra 


Code + arrays direct to m/drive 
integrated header rasder sto. 


TCE costs ÉS. (£6 with 
omers: old tapa + SA 


MTE on same tape). MTE E3 on: 
E but £2 reduction on above pricas 


program to convenientiy transfer mui Basic, 
Also altors program name; STOP auto Fun, 


rata tape. (Old cust- 


MICRO/WAFA/DISC DRIVE 


TRANSFER 





addresses — say 1 
Totranster from tai 
converted 


Sex 5 ico/Wiafa Disc drives can NOW transfer the 
MAJORITY ir bra ling, headeriass, long programs + those with LOW 


YOU must convertthe program, amd then transfer the 


modifications to get them running. MDI 


prsgrama. Can be used with MTE (see a 


has two “CAT housekenpina 


bytes, MD1 (or WD) has 5 arame giving Du tha tools tá do the 
bova). 


WDM has a comprehensive manual with example transfers and axerciças, 


This widely acclaimed O (588 Your Spectrum Nog, P't4) is ESSENTIAL ifyou 


are going to transfer 
yDurself = no risk] 


of your programsto your drive. Try it and see for 


MD1 (WD for disc orWafadrive cwners] costs a mare PE.50 
ALL PRODUCTS CARRY OUR MONEY BACK GUARANTEE 
OVERSEAS: add £1 Europe, £2 others for esch product, SAE for enquiries. 


10 BRUNSWICK GDNS, CORBY, NOR THANTS 


LERM, Dept CA, 
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YOUR PLANET NEEDS YOU! 


Train to save Civilisation by 
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MICRO GAMES ACTION 


Subseribers' Discount» 
50p off each Crash Micro 
Mail Order item! 


e Get your copy 


ahead of the crowd 
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Postcode, amino SR DD teu 


CRASH (Subs), PO BOX 10, LUDLOW, SHROPSHIRE sY8 1DB ? 
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IDE TO THE UNIVERSE PART] 
- Noi Sy é «gn 
. More a way of life 


Software by E GINtaA 


cd 













A cry of national outrage! Poor Monty banished for life 
amongst murderers, arsonists, the lowest of the low. Fear 
not, this Mole is innocent, and plans are in hand to rescue 
your Superhero. Who is the mysterious masked rodent 
willing to challenge death for his lifelong friend? What are 
the evil forces working in Scudmore Prison? 


FEESSTOSTPU 





E 
ta e q te e aa 

large houses where, with the aid of some everyday ed 

and a good measure of cunning, there are wealth and riches 
ior his delight (not to mention his pocket). É coaldithe 
easier... sneak into the house, find the safe; light the blue E 
touch paper and stand well back. Then out into the night | Es 
with the ill-gotten gains! But Sam has reckoned without oneba 
or two adversaries who are more than ie determinedtof : 
get the better of him... a 


GREAT FROM GREMLIN: 
Suicide E 
















Monty Mole 





[T YOURE MISSING! 


| 








(OU DON'T KNOW | 


Exserviceman Gilbert Gumphrey, drummed out of the 
O E io bocae ori sightedness has 
| been struggling to hold down his job as a store detective for 
| the last thirty nine years. But things are hotting up for 
| Gilbert, known to all as “Grumpy”. Now that times are 
Ds harder and staff made redundant, he has to 


| prcem a all kinds of tasks; not edaçd catching thieves, but 


ua and tidying the warehouse, otherwise he 
| Ri find himse himself surplus to requirements too! Can Gilbert 
| hang onto his job? You can help him, but be wamned — this 
Eno eReJRarE partment store! 





Poor Bob! All he wants is to lead a quiet life and build his 
dams. But the peace is soon shattered when the local 
townsfolk find their taps running dry. Bob's dams are 
plainly to blame so as soon as he completes one, the locals 
blow itup! And that isn't the end of Bob's trouh les: either, for 
there are sharks, crocodiles and all manner of underwater 
hazards for him to negotiate. Help Bob in his never ending 


struggle to build his dams and avoid the predators that lurk 
in the deep. 
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Build yourself the most comprehensive manual on Spectrum 
software ever seen! Save your issues of CRASH month by month, 
and turn them into the hard cover with the faltening soft centre: 
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THE 








REAT 
SPACE 
RACE 


Producer: Legend 
Memory required: 48K 
Retail price: £14.95 
Language: BASIC 








Legend has created its own 
pospadra through the release 
of only two games, Valhalla 
incorporated the 
graphic technique of “Movi- 
soft, and this new release, 
The Great Space Race with 
the advanced technique of 
“Movisoft2'. Movisoft is a 
grand term for animated 
graphics, which were seen to 
good effect in Valhalla, but 
by implication the graphics 
are intended to resemble a 
real film in motion. 

The Great Space Race 


| comes in a sizeable hard box 


containing the tape, a poster 
and a hefty 56 page booklet. 
Opening the book you find 
instructions on playing the 
game and a series of black 
and white comiestrips which 


tell a short story on all 12. 
characters you will primarily | 
purpose | 


encounter. The | 
behind the comic strips is to 
give the player some insight 
into the strengths and 
character of the racers you 
will have to hire or fight. 
These are all introduced to 
you at the commencement 
of a game, and it is with the 


characters' faces that 'Movi- | 


soft?” comes in. 

The basic story is that in 
the galaxy and at a time past, 
a marvellous alcoholic bev- 
erage had been developed 
called Natof (it seems the 
first ever consignment of the 

et un-named drink was 
Hed in on the form with 
'Name To Follow”, and as it 
never did and Name To 
Follow was a bit of a mouth- 


ful, it became abbreviated to | 
Natof). This beverage is in 
enormous demand since it | 


never leaves a hangover and 
contains all the right constit- 
uents for a healthy and happ- 
by inebriated life. The galaxy 
is divided into four arms of 
its spiral, Alpha, Beta, 

amma and Deita. In each 
arm there are 24 space 
stations in desperate need of 
Natof. Your task is to supply 


| them all. To do this you must | 










ER 


Firat off, all the characters introduce themselves to vou 


hire four racers, one for each 
sector and arm their ships 
ready to cope with the race 
using stocks of your starting 
supply of Natof. 

he first section of the 
game consists of the hiring 


and arming. Each ofthe main | 


characters appears in the 
vigwscreen and his or her 
details appear below in the 
information panel plus the 
hiring price. In the top infor- 
mation panel you are told to 
press for yes or no, and a 
graphic representation of a 
clock ticks the seconds away 
for you to make your choice. 
On selecting a crew member, 
you must then select the 
weapons from a choice of 
lasers, missiles and smart 
bombs and a shield per craft. 
There is a time limit on 
making all these choices 
before the race commences, 
and racers' fees tend to drop 
as the starting time appro- 
aches. Understanding the 
character and abilities of the 
racers is important in choo- 
sing them and apart from the 
comic strips, much intell- 
igence is gained through 
playing the game. Choice of 
weapons is also dictated by 
the arm of the galaxy in 
which the racer will be oper- 
ating — some are more viol- 
ent and lawless than others. 
The better policed ones will 
also bring problems with the 
often corrupt police chasing 
vou for taxes. 

Ônce the race starts in 
garnest, the bottom inform- 
ation panel becomes more 
important, for it is here that 
your racers and enemies will 
report to you. The views- 
creen shows the animated 
face .of the communicant, 
while their message appears 
below. This may' take the 
form of your racer saving 
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another racer's ship is in 
sight, should es attack? 
(any racers you have not 
hired are automatically 
working fór the computer). lt 
may be the other way round, 


with your racer being attack-. 


ed by another. Itmay be one 
of the four computer control- 
led characters, the incredible 
Ghengis, the pirates Zanik 
and one or the police 
threatening to attack one of 
your racers unless you pay 
so much Natof over. The out- 
come of any combat, which 
is graphically represented, 
will depend on the shield 
strength, weaponry and 
character of the racer and 
ship in question, as well as 
that of the attacker. 

Reports come in constant- 
ly about the Natof deliveries 
being made by your hired 
racers, and decisions may be 
required at this point to send 
the racer in a different direct- 
ion. More money may have 
to be paid out for ship 
repairs, otherwise the racer 
will simply drop out, or for 
sobering up time (they drink 
Natof constantly). The game 
ends when either all 96 space 
stations have been supplied, 
or when your four racers 
have been knocked out of the 
race. The game operates in 
real time, so time spent 
making up your mind is time 
wasted. Scoring is done by 
the number of spaçe stations 


supplied, the total time taken | 


and the average time that 
gach delivery took. In this 
sense there is no real winner, 
only an improving of times 
and numbers of deliveries. 


CRITICISM 


O The Great Space Race 
has now been advertised for 
quite a long time and has 


“thinking 


been eagerly awaited by the 
general public. | was quite 
surprised to see it arrive in à 
very flashy video-style case 
with a huge booklet. It is extr- 
emely nicely packaged | 
thought, will this reflected in 
the game? After glancing 
through the booklet | decided 


to load the game. For a prog-| 


ram that's meant to contain 
such a lot of content, it 
loaded in a relatively short 
time. It presented several 
characters from whom | 
could make a choice of those 
| wanted for the race. À time 
limit is imposed so quick 
is necessary to 
make up your mind. the 
choice is hindered by the fact 
that the text window is not 
Cleared for each character. 
This does lose you consid- 
erable time and isn't really 
fair if you have to read text 
and make a decision. After 
selecting your character for a 


particular ship, you are asked 


what weapons you would 
like, and | chose all weapons 
available (well Iwanted to be 
protected)! The game seems 
to play on its own, although it 
does prompt you now and 
again, like whether you want 
to attack the computer 
controlled characters or land 
on booby-trapped vessels to: 
get more booze. Other than 
this it doesn't really seem to 
involve the piayer much at 
all. Graphics are very nicely 
presented, very detailed and 




















| must say | enjoyed looking 
| at the different people dis- 
played on the screen. Battle 
scenes, though, were a bit 
sketchy and didn't contain 
much. They seemed a bit 
pointless 
prove anything. As | had all 
weapons available, anyone 
that attacked me didn't seem 
to stand a chance and died at 
once. Overail The Great 
Space Race has seemingly 
been pushed as a far greater 


game than it actually is, it | 


doesn't reflect, for such a 
high price, much value for 
money. 


O “lt must be very hard for a 
software house today to 
know exactly what the public 
wants or expects of them. 
The trick is to find the 
magica! ingredient. Legend 
have set themselves quite à 
task to follow up Valhalla, 
and with The Great Space 
Race they have not succeed- 
ed. Movisoft? sounds excit- 


ing but it only reflecis the, 
minor elements of animation. 


nm the recers' and other 
characters" faces in the view- 
screen. While these are very 
|farge and well drawn, the 
animation is pretty limited, 
as much by memory | susp- 
ect as anything. Although 


the game begins to build up | 


as you go along, the greatest 


disappointment is that it pro- | 


vides very little really for the 
player to do. it falis out as 


| either say yes orno and then | 


| equences. You have no cont- 


| and 


| à disaster can go by default. 


" bravely tried to do some- 


as they didnt. 
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being very much like any | 
simpler strategy game 
mhere you are constantty | | 
offered options and must 





sit back at look at the cons- 


jd ar Dto battle scenes | - 
on aving made the ne Ea m sbafiana 

pah decisione ih character DE pa dd çã e id cond 

wesgpon selection 

eariier, The information box | 
at the bottom is very 
confusing, as it does not 
clear the previous line of text | 
until that scrolis up out of | 
sight. Consequent!y it is hard 
at a moment's giance to see 
where you are or what is 
happening, amd as some 
decisiôns are critical and 
must be taken quite rapidty, 





Perhaps the kindest thing to 
say 15 that Legend have 


EEE 
ER 


thing that is really beyond 
the capacity of the Spectrum, 
or indeed any home com- 
puter without extra memory 
or instant read write storage 
facilities. But even then, the 
result lacks playing content 
and comes across as a coid 
and somewhat inaccessible 
program. 





) E a. 


Eanik demands a ransom. in the information pans! one of the 
peculiarítias of the text presentation can be sesn whers NATOF is 
spalt vvfth a capital MN one time and a small n next timo. 


Haberdasher's ship attacks Zanik's ship in a Fight to the death over & 
bottla of MATOF. 






O 'Movisoft implies, to me 
at any rate, that the anim- 
ation will be frame by frame, 
and actually go a long way to 
took like a real film. As it 
stands though the 3D scenes 
puoe (3D being one of the 
Dest ways of showing anim- 
ation) are not smooth whats- 
oever — the representations 
of the ships and the space 
stations use three to four 
frames to come from a dot to 
full size, while in the battle 
scenes the graphics dart | 
about in space and dimen- 
sion like something out of a | 
very early ZX81 game. The 

graphics of the playing char- 

acters are very good, on the 
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used to pack a lot of game | Graphics: very large, in most 





other hand, but they too, 
could hardily be said to be 
animated, beyond the odd 
pia or mouth movement, 
loving over from the anim- 
ation, the key response 
doesn't seem very good for a 
machine code game, taking 
sometimes up to three 
seconds - but wait, haven't 


we been here before? The | 


Great Space Race turns out, 
as did Valhalla, to be virtually 
all in BASIC, the only 
machine coded parts are for 
raphics and for graphic 
andiing routines. is 
explains the slowness of the 
response and also means 
that the sort of modem 
compression techniques 


into a small space haven't 
been employed, resulting in 
a game which lacks in 
content apart from the excel- 
lent packaging. Expectations 
were rather high on this 
game and if's a shame that 
theyve been let down to 
Such an extent. 


COMMENTS 


Control keys: “ves' or 'no' 
key presses to screen 
prompt 

Joystick: doesn't need one 
Keyboard play: very simple, 


| butslowish response time 


Use of colour: above 
average, reasonably varied 





"cases quite detailed but 


some insignificant 
Sound: hardly any 
Skill levels: 1 

Lives: not entirely 
applicable, but four racers 
Screens: several 
Special features: lavish 
packaging and large 
instruction booklet 
General rating: a great 
disappointment. 


Use of computer 58% 
Graphics 69% 
Playability 25% 
Addictive qualíties 10% 
| Value for money 20% 
Overall 44% 
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| | THE CRASH HOTLINE PHONE NUMBER IS 
The ss * 0584 (Ludiow) 3015 


" HOTLINE HOW TO USE THE CRASH HOTLINE 


Not too many changes right at the top this month, just a bit of 
shuffling. pese ba Pyjamarama makes a small climb up to this 
month's number / slot, while the first big climber is Ultimate's 
Knight Lore, up 13 places to number 10, closely followed by the big 
Christmas hit from Realtime, Starstrike comes straight in at this 
month's number 12 slot. The mid teens to twenties show little real 
change but Gargoyle Games are showing strongly with Fit Na Nog 
up ta 24. Darksiar from Design Design comes straight in at 26 with 
Skoo! Daze also straight in at 31. Other new chart entries are 
American Football from ASP, Durell's Combat Lynx at 36, Back- 
packers Guide to the Universe from Fantasy at 37, Doomdark's 
nica dad Beyond at 42 and Creative Spark's shoot em up Black 
awe at 47. 





Method 1 
Ring the Hotine tefephono number (above) and record your votes on tha 3 macheno 
Fiaase speak choarty, spelling cul name and VitS a difficult one 
Ea rogo id dddireas if ils a difficult! one! List your fre gamas 
Etta adia 

n below, making sura you fill inall the 5. Pop he inarenvelope and 
send itto us: Anermatrely you may send a letter if you don't want to cut up lhe mag. cê 
The telephone Hotlina is getting very jammed afler & new issue comes oul: PE 
engageo. E ali els falls — perito Fai ouso bear with us ilit's 


In the Adventure Chart Beyond's Doomdark's Revenge has leapt 
straight in at number one! Kertilia makes a small improvement to 
number 3. Last month's number 1, Sherlóck, siips cown to Bth place. 
Waydor from LM.S. is holding on well with Bug-Byte's Twin Kingdan 
Valley leaping up 18 slots. Temple of Vran improves its position 
sightly, just behind the final part of the trilogy, The Final Mission, 
and with Mountains of Ket at 21, that means all three parts of the Ket 
Trilogy are in the chart. Two surprises are Tir Na Nog and The 
Legend of Avalon, both doing well in the main chart, and here 
showing that adventure players also enjoy action graphic 
adventures. Also nice to see the Quilled Denis Pitaugh the Drinking 
Giass from Applications back in the chart. | 


BRILL 'Nº FAB 
HOTLINE PRIZES!! 


Whether you phone or write in, all names go into the; 
voluminous bag to be drawn monthly. First out receives: 
£40 worth of software plus a CRASH tee shirt, and the 


five runners-up receive three issues of CRASH free plus a 
CRASH tee shirt. 

Others may try and copy us but the CRASH HOTLINE 
CHART is the one that counts - and you are the people that 
make it count. 


ol: ATHENS GUIA MAIR; 
IMPORTANT — USE IT PLEASE! 





| CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 
| Please use block capitais and write clearly! are. 
PER 1 PRA E nm a E MD A sm PEC PRODUCER 





| q 





| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 
| LUDLOW, SHROPSHIRE SY8 1DB 
À di o to a o a a Ci Ti a a [e e e E na a o sp a ec A SE 7 um ia Cas E SRS =) 
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This moth's Hotline Winner is Michael Budden fróm Cheam in 
Surrey. The four runners-u are; Jonathon Thompson from 
Rainham, Gillin ham, Kent; Paul Grant, from Shipston-on- poi 
Warwickshire: tuart Carter from 


Banbury, Oxon; and Je 
Elsmore from South Croyden, Surrev. 





(Figures in parenthesis indicate last months Position) 
x ReFTaahars lag to the Universe — the full name is too long! 


a EU: SA ra Ultimate o 
(53) DALEYT OMPSONS 









- (-2) LORDS OF MINI NR ei e 
5) MATCHPOI EN ne lEibia 






DD forneça 





(28) THE HOBBIT e House | 
(40) TIR NA NOG pé p4dod Games. 

5 (29) BEACH-HEAD US Gold A 
26 (—) DARKSTAR Design Design 
7 (24) EATHC ASÉ Micromega Po 
(22) TRASHMAN New Generation 
120) STOP THE lda di ça 
(37) FRA e STEIN P no 













7) js HERL OCH ; Molbeunis House E 
Si GI N SAT LYNX Durell 

= BACKPACKERS G.T.T.U,* Fantasy 
(25) PSYTRON Beyond . | 
(42) THEQUILL Gilsoft - 
(46) FIGHTER PI PILOT Digital integration 













(—) DO MDARK'S REVENGE Be 
E 3) ANT ATTAGKO Quicksi lva 


126) WORSE THINGS HAPPEN AT TSEA 
— Silversoft : 

(46) ANDROID 2 Vortex id 
cf) res pi Creative Sparks. 
as pi sroraga $ 





TI PAC Itimate 
Ro CUBA DIVE Durell 


TE RR 


dida apemmasaças sagca vesenmen., 


VOTE for the 








The winner this month | in the PERDA Char is Paul Meadows, 
Bartley Green, Birmingham, and the four runners up are: Alan 
Thomas from Mile End, Coleford, Gloscestershire: CP. Womg of 
Plymouth, Hants: Miss A. Pacey from Forest Hall, Newcastie-on- 
Fyne; and Jon Ward from Hullbridge, Essex. 


CRASH ADVENTURE CHART 
fsgur ures in parenthesis indicate las( month's position) 
(—) DOOMDARK'S REVENGE Beyond 
2 ao OF MIDNIGHT Beyond 
(-5) KENTILLA M Micromega 
[-3) boo lo THE SHADO WS Mizar 
(-6) THE HOBBIT Melbourne House 
Ea (6) 'SNOWBALL Level 9 

- 7) RETURNTO EDEN Level 9 
(-1) SHERLOCK Melbourne House 
( 7 7) e RA OF DESPAIR Games 
en o AO nc RR 
8) WAY LM 
(13) THE FINAL RETO Incentive. 
- (28) TWIN KINGDOM VALLEY. Bug-Byte 
(20) TEMPLE OF VRAN Incentive 
TÁ 12) str FOR THE HOLY GRAIL 


Dre 
(-9) THE HULK Adventure International 
427) TEN LITTLE INDIANS Channel 8 
! 19) vd pardo LAIR Quicksilva 
a” ( 15) pps ADVE N 
Ho É 14) CIRCUS Channel 8. 
(26) MOUNTAINS OF KET iicentve | 
f. e) ORACLE'S CAVE Dorcas 
PR THE LEGEND OF AVALON Hewson 
“ (70) URBAN UPSTART Shepherd . 
| no, DENIS THROUGH THE DRINKING 
— GLASS Applications | 
(29) HAMSTEAD Melbou 
(23) SHIP OF DOOM Are 
- GOLDEN APPLE Artic 
). MESSAGE FROM ANDROMEDA 
- Interceptor 
5) LORDS OF TIME Level 9 
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STRONTIUM DOG 
















(The Killing) 


Producer: Quicksilva 
Memory required: 48K 
Retail price: £6.95 

e ae CÊ machine code 
Author: Paul Hargreaves 
of Channel 8 


To readers of the comic 
2000AD Strontium Dog will 
be no stranger. Interestingly 


| enough, the even more 
| famous hero (?) Judge Dredd 


will soon be turned into a 
computer hero as well as 
Games Workshop are even 


now working on the project. | 


Back to the story: Johnny 
Alpha is a Search and 
Destroy agent, a bounty hun- 


| ter of the future, he is also a 


mutant or Strontium Dog. He 
has arrived at a contest 
where the galaxy's most 
vicious murderers are in a 
fight to the death. Johnny 
must destroy them all to rid 
the galaxy of both killers and 
the dictators who preside 
over the contest. 

The game ps with a 
screen where Johnny Alpha 
is brought before the dictat- 
ors as in a Roman amphi- 
theatre and one of them decl- 
ares, Let the killing begin! 


[as he happily plunges a 


dagger into some hapless 
victim's chest. In the way of 
modern computer games 
advertising other games, 
however, there is a slogan 
etched into the dais which 
says, Borzak woz ere' - one 
of Channel 8's games. 

Fhe Killing is played in a vast 
complex of rooms, or 
sectors. Some of these are 
merely tunnels to other 
sectors, but the real action 
begins in those rooms that 
consist of a central passage 
with what resemble rabbit 
hutches on either side. These 


| are the cages in which the 


vicious murderers live. They 
emerge from either the top 


or bottom of their cages, into | 


the open and fire ene 
bolts which rebound in the 
centre passage. Strontium 
Dog must fire at them when 
they appear and try to kill 


them, while dodging the | 
energy bolts which travelin a | 


diamond shape, narrowing 
their field before expiring. 
Occasionally in the trans- 
verse passages a murderer 


“Will be lurking, armed to the 


teeth. 





At the top left is a status 
panel with the score in 
bounty points, the number of 
the sector you are in, and 
lives left. On the right is an 
align scan which shows 
living aliens (starts at 93) and 
deaths scored. Because of 
the size of the complex, a 
map would come in handy in 
order to ascertain that you 
have got all the vicious mur- 
derers. 


CRITICISM 


O “What first struck me 
about this game was that the 
opening routine seemed a 
bit ruthless. Why you may 
ask? Well, since when have 
people had human sacrifices 
where the human, body is 
placed on a high altar and 
stabbed? As you can see, this 
game could do with an X 
rating on the front of it. Into 
the game | went, with 
fighting wits and a pop É ca 
(it seemed that to me). Mov- 
ing downth des a couple of 
empty rooms, | found force- 
fields, were they to keep me 
out or to keep someone else 
in? Then, not to my surprise, 
a little meany popped out of 
a hole and shot something at 
me. | don't quite know what it 
was, but it seemed to bounce 
about for about ten seconds, 
After being electrocuted by it 


e » 
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Lot the Killing Begin — the start screen which offended a number of 


À typical screen from 


once, and losing a life, | 
zapped it with my pop gun. 
On thrsugh several empty 
rooms | went, is this all there 
is to the game | thought? | 
walked through a room with 
a forcefield either side ofme, 
and ve 


think this is all there is to this 

ame. Well, as for content, 
it's barely worth making the 
effort to say anything. kt 
seems to me that P. Hargrea- 
ves (the author) could have 
increased the content a hun- 
dredfold and made it quite 
an addictive game, but as it 
stands, | cannot recommend 
this game at all, 


Dead in a corridor with a triumphant murderer under tha arches. 
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1d + pretty it was too | 
with its flashy colours. Yes, | | 





STRONTIUM DOG, with the haro in the contro 
and a caged badeis on the left firing bolts of energy. 


O The Killing is a very 
good idea but OS haven't 
done much with it which is a 
shame. The graphics are 
jerky and not at afl animated 
and the sound is poor. The 
playing area seems quite a 
small mãze of interlinked 
rooms which you easily get 
lost in. Killing the aliens is 
fairly easy, but there are à 
few which are almost impos- 
sible. [ didn't really enjoy 
playing The Killing as it was 
so basic. The thing that 
annoyed me was the scene 
at the beginning of each 
game.” 


O “Quicksilva have always 
been producers of very good 
games, sometimes brilliant 
ones, and on the whole all 
those games have been high 
in content, so The Killing 
comes as a disappointment. 
So many of the rooms are 
devoid of life and one sus- 
pects they are just there to 
confuse the player on pur- 
e. The action can be fun, 
ut it's repetitive and overall 
the game lacks anything to 
appeal, I've nothing against 
adaptions of ideas from 
other media, but | do think a | 
game should combine some 
of the elements from the 
original. Not a thrilling 
Quicksilva game, this one. 











COMMENTS 


Control keys: 90r 0/B8orAÃ 
up/down, 6 or 0/7 or P left/ 
right, zero or M to fire and X 
for electro flares 

Joystick: Kempston, Sinclair 
2 


Keyboard play: sensible 
| keys but not ternibly 
responsive and firing is not 
JOS while moving 

Ise of colour: good 
Graphics: large characters, a 
bit jerky and notmuch 
animation 
Sound: fair 
Skill levels: 1 
Lives: 5 

Screens: lots 
General rating: poor. 


Use of computer 
for 

ayability 

etting started 
“Addictive qualities 





TRIO 


Producer: Silicon Joy 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
“Authors: Jim Elvery, 
Andrew Miller, Mark 
Alexander 


Silicon Joy isa division of 
Kevin Tomm's Addictive 
Games, and it has recently 
released a few programs, of 
which Trio is one. Trio 
| consists, appropriately 
enough of three separate 
| arcade games on one tape, 
which means each game 
costs you a fraction under 
the budget price of £7.,99. 
They are Dracula's Castle, 
 Ascot and Chaotic Caverns. 

In Dracula's Castle vou 
guide a litile black man 
around several rooms and 
'corridors. Doors to 
“rooms are closed and You 
score points by GRsIAa as 
many as possible and by 
turning on as many lights as 
possible. 
led with swarming bats 
which will stun you, Findin 
and then eating garlic will 
turn you green, and while 
You are this tasty shade you 
can eat bats which also incr- 
eases the score. Every hour 
on the hour (about 1 minute 
and 20 seconds real time) 
Dracula rises from his coffin 
and dashes around shutting 





the | 


The rooms are | 


| doors, di a pp and | 
e di 


killing you i SCovErs 


you. À large grandfather | 


clock ticks away the game 
minutes and a chime is heard 
before Dracula rises. 


The second program on. 


the tape is Ascot, which as 
the name implies is a gee 


gees game set on the hallo- | 


wed turf and may be played 
by upto 6 players. Each play- 
er is given £100 at the start 
and the player with the most 
money after 6 races is the 
winner. The smallest bet 
allowed is £1 and all bets 
must be in whole pounds, 
other than this there are no 
limits. Betting allowed is 


WIN, PLACE for a horse to | 


come either first or second, 
or EACH WAY. When | 
comes to betting vou are 
shown the number, colour, 


+» | form, name and odds for 
| each horse, Form is a line of | 
indicate 


six digits which 
where a horse finished in its 
last six races, with the right- 
most digit being the most 


recent race. lfyou wish to bet 


you enter the amount plus a 


letter to indicate whichofthe | É 


three types of bet it is vou are 
placing. 

SIX runners are offered 
before the screen cuts to the 
track with the six runners 
animated along its length, 

en. after the race the 
results are displayed. 

Chaotic Caverns is a sortof 
grid 
game. À series of screens 


low on from each other, | | 


showing a simple grid of 
white an a colour ground. 
You control a small car which 
leaves a trail of colour 
behind and the object is to 


colour the entire track while | 


avoiding the chasers. These 
begin as two and increase by 
one as you progress from 


screen to screen. The screen 

layouts also become more 
| complex. 

CRITICISM 

O The first | offering, 

Dracula's Castle is à fairty 


reasonable game but not a 
game that will keep the aver- 
age player interested for 
long. tt may be of appeal to 
the younger player. The 
graphics are fairly simple, as 
is to be expected. Ascot is a 
typical, bet on the horses 


game. This has simple 
RE ENves: in BASIC too. 
ain, hardly addictive. 


Chaotic Cavems is a Very 
simple. concept using ex- 
tremely simple graphics but 


runner-cum-painter | 







tis frustratingly challenging, 
which does lead to a certain 
degree of addiction. It's great 
for sharpening the reflexes. 
Due to this latter game, the 
pack is just into the average 
rating. 


O Trio cannot be great 
value for money as the old 
Saving goes, you pay for 
what you gel, and if three 


games are put on one cass- 


ette forf5.95 then the games 
cannot really be of very high 
quality. This is borne true 


with this compilation. What | 


15 odd about this collection is 
thai the games are very diff 
erent from each other and 
not related one tiny bit to 
each other Okay, this does 


give some selection but | think 


that people who buy games 
would have preferred to 
have similar types of games 


together instead of three | 


unrelated ones. The games 
themselves are not of 3 high 





dreaded Count 

standard, just very average. 
The graphics on all the 
games are quite primitive, al- 
though Draculas Castle 
does have some nice 


characters. Chaotic Caverns | EM 
to be a very | <= 


seems to me 


Primitive machine code 


| game, one that would be 


ideally suited to the ZX81 
Ascot where does this come 
into the collection it's really 
the odd man out? Overall, 
not really great valve for 
money, and Em sure there 
are better, cheap games on 
the market ' | 


6 “Compilations are hardly 


new, and with very few 
exceptions have never reaily 
provided good entertain- 


ment or value. Trio is sadly |. 


no exception to the rule. The 
most fun is the last one, 
Chaotic Cavers, but it looks 





do vovo  ooizo 
Ep EsDown I=Leftt P=riaht 
looking game from TRIO, this is DRACULA'S CASTLE and the 
eb 





ever so old. None of them is 
likely to hold the attention for 
more than a few minutes 
really. 


COMMENTS 


| Control keys: vary from 
to game 
ystick: Kempston 

Keyboard play: responsive 
Use of colour: average 
Graphics: below average to 
ad aj depending on game 
Sound: fair 
Lives: 3 exceptin racing 
game 

eneral rating: below 
average generally, not very 
addictive. 


Use of computer 60% 
Graphics 44% | 
Playability 38% 
Getting started 58% 
Addictive qualíties 32%, 
Value for money 49% 


Overall 
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TERRA 
FORCE 


Producer: Firebird 
Memory required: 16K 
Retail price: £2,50 
Language: machine code 
Author: David Harper 








Get this! Terra Man, the (you 
quessed it) sole survivor of 
arth's galactic fleet, must 

defend his home planet 

(that's Earth folks) and the 

Moon against (wait for it) 

Ygothulu (no, Firebird can't 

pronounce it either) the 

planet devourer and his mar- 
auding hordes of Demon 

Bombers and Solar Pods. 

Can Terra Man stem the terr- 

ible onslaught? Will he be 

home in time for tea? Watch 
this space! 

Another of the Firebird 
budget range, Terra Force is 
really 'Centipedes Jin 
space” game. The unpron- 
ounceable potof Yoghurtis a 


gran dragon-like thing at 


top of the screen, 
commuting daily between 
the Earth and the Moon, 


| while the green Solar Pods | 


are small globes attached to 
each other atthe start of their 
Zig-zag descent down the 
screen. Às in any Centipede 


game, firing at them 
destroys them, breaks the 
chain and sends them 


dancing off in fragments, as 
itting one of their 
deceased kind. Terra Man 
sits in his machine at the 
sara able to move left and 
right and upwards by four 
ocks, firing desperately. 
Soul he score five direct 
hits on the planet devourer, 
the green thingy explodes 
and the Earth issaved—for a 
moment anyway. After clear- 
ing one screen the Demon 
Bomber e ld hurling red 
character down on 
Terra Man to add to the fun. 
There are five speeds to 
select from. 


 CRITICISM 


O “Firebird have done pretty 
well with their budget range 
and | suppose you've got to 

that not everything 
will be up to Booty's 


| standard. Terra Force isn't, 


although it is an enjoyable 
shoot emp up of a simple 
kind. Nothing great, nothing 
bad, and certainly okay atthe 
price. The graphic characters 
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The Earth ani the Moon are ia danger of halng enter asten alive by a space 
monster in a the fravm Firgbi 


TIO — 


are all quite large and jolly 
and the sound is alright. The 
game lacks the complexity of 
a real Centipede game (if you 
could call those complex to 
begin with |) but the pods are 
quite hard to shoot down, 
especially when the Bomber 
IS having a go as well, 
Average. 


O Terra Force is another of 
those  nearcopies from 
Firebird. This time dt's nearty 
a Centipede, except the cent- 
ipede is a string of alien craft. 

he graphics are not very 
good and there are the sort 
of sound effects you would 
expect from this sort of | 
game. Playing the game was 
a bit boring, even with the 
five speed levels which 
don't make that much diff- 
erence).' 





FINDERS 


Producer: Mastertronic 
Memory required: 48K 
Retail price: £ 1.99 
Language: machine code 
Author: David Jones 


Here's the first of a batch of 
new vear Mastertronic 
budget games. In Finder 
Keepers the King of Isbisima 
i5 upset because he has 
nothing to give his daughter 
for her birthday. As a magic 
knight you have been order- 
ed to find the Princess 
Germintrude a very special 
present. Should you succesd 
you may be invited to bec- 
ome a Knight of the Polygon 
Table. 

To carry out your appoint- 
ed task, the king transports 
vou to Spriteland which is à 
welter of | platform-type 
screens and two mazes 


teeming with electro-historic | 


nasties that sap your energy 
and useful objects in the 





KEEPERS 


O This game is a sort of 
Centipede type but it takes 
lace in outer space. Graph- 
Ic5 to say the least, are to the 
int, ves, the bare necess- 
ities. | don't know what some 
ofthem are but they certainly 
don't like me and come atme 
in swarms. The parent alien 
at the top seems to vanish 
and reappear quite unfairly, 
making it hard to destroy it. 


To make life more difficulton | 


the second stage, a very col- 
ourtful “flea” or fly” or what- 
ever it is, constantly és 
bombs on you and must be 
shot. | find this game lacking 
in content with not a great 
deal to do other than destroy 
the aliens. lt seems very 
primitive, the sort of thing | 
would have expected years 
ago on the Spectrum. the 
graphics move by the block, 


EN Wo 
aid En ' 
EA, 
1 
da, 


An unusual combination 
Mastertronic's best pot budget 











which makes the game quite 
speedy, .but of course it 
makes the graphics look un- 
sophisticated. On the high- 
est speed level, the graphics | 
move at such a pace that it is 


| difficult to aim before the 
| Object has moved, and thus 


requires no real skill element 
whatsoever. Overall, one of 
Firebird's unsuccessful 
cheapies that can't really be 
recommended. 


COMMENTS 


Control | :Hto ENTER/B 

to SYM SHIFT up/down, À to 

og to V left/right, Y to P for 
ire 

Joystick: Kempston 

Keyboard play: very respon- 

sive, but oddly laid out 

Use of colour: average 


| Graphics: fair 


Sound: limited to contin- 
uous effect 
es cx 5 speeds 


opa rating: below 
average. 


Use of computer 53% 
Graphics 50% 
Playability 40% 
Getting started 58% 
Addictive qualíties 39% 
Overall 


of maze and platform pena. 
offering in FINDERS KE 
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Shape of small white tri- 
angles. | 
here are two. possible 
objects in this game; either 
you may elect to collect as 
many valuable Ss as 
you can and escape 
castle, or you may collect the 
treasure to please the king 
and princess and join the 
'polygon table. Finders 
Keepers is an arcade adv- 
entura, and “adventure” in 
quite a literal sense, because 
when you are next to a white 
triangle you can examine or 
get it. On getting, you are 
given an inventory of what 
youalready carry, and when 
the limit of five objects is 
reached vou have the choice 
of dropping something first. 
Some objects reset to form 
other substances, some- 
times more useful than the 
original two, sometimes 
less, so finding a philosoph- 
er's stone is good, because it 
will transform a lump of lead 
into a bar of gold. Scoring is 
in two sections; percentage 
of rooms explored and cash 
value of objects collected. 
some objects are usefulinas 
much as they can be traded 
with the ghostly traders who 


E + waft about, others have a 
=| function which will help vou 


on your way. 

e screen display is a 
square with a status panel on 
the right. The platform 
| Screens are all linked horiz- 
ontally and  vertically. 


B” ,| Control is in four directions, 


up being used when on the 
move to jump. In the mazes, 
the knight remains centre 


Ea | screen, while the large maze 


scrolis across, 


CRITICISM 


O lts been a while since 
Mastertronic have brought 
| out one of their cheapies. | 
must say that | was rather 
cautious while loading this 
game having seen some of 
their previous attempts at 
| programming, but to my 
amazement, on playing this 
game | found that it would 
easily sell at E5.95. Yes, it is 
that good. Finders Keepers 
has 8 comprehensive joy- 
stick selection menu with 
some concise instructions, 





and there is also an optionto | 


define the keys. Graphics on 
this game are fast, smooth 
and very wellanimated, The 
“Plot is quite strong, making 
this a purposeful game and 


not just a collecting game, | 


with your ultimate task to 
please the king and princess. 
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| wonder why people are 
more often than not pushing 
cheapies that would quite 
easily sell at the full average 
retail price. It seems to me 
that they are losing out 
somewhere, but Master- 
tronic has always had an odd 
Strategy to marketing, and it 
seems to work, and definite- 
by weill work with this game. 


O “Most Mastertronic 


james have disappointed 


rom the word go, although 
some have been quite play- 


“able, they have all lacked a 
“lot in the graphics. Finders 
uis the record 


Pa immediately with 
brightly coloured, imaginat- 
ive and fully animated char- 
acters. The serolling on 
mazes is particularly good 
The idea is simple enough, 
but the fun comes from col- 
lecting objects .. there are a 
lot, and of course you never 
know what each will be. Al- 
though each play reveals the 
same objects in the same 
place, picking up and drop- 
ping soon muddles them up 


and makes life more compli- | 


cateo. Generaly, a game 
with pleasing and sick 
graphics, and enjoyable 
Story line, and with a fair 
amount of adedictivity.' 


O “One element of this 
game that | find most pleas- 
ing and satisfying is that two 
objects, if thoughtfully put 
together will have-a chemical 
reaction and form a (usually) 
valuable new object. | really 
think this is a neat point to 
the game and does tend to 
get the player thinking and 
not just trying to collect as 
mam 
Another aspect that's pleas- 
ing is the combination of 
platform and maze game, 
two totally different skills are 
needed for each. There is, | 
suppose, an adventuretype 
skill also needed, which goes 
to say that this game is 


dedicated to 50% thinking | 


and 50% playing, vet it is an 
arcade game. One thing that 


| couldn't get the hang of | 


though, was trading. | just 
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didn't seem ableto trade any 
of my objects — oh well, there 
are more things to life than 
making money (or is there)? 


Tosum up Finders Keepers it 
seems to be exceptional 
value for money, and a dis- 


tinct improvement on any of 
Mastertronic's previous 
budget games. Is this the 
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COMMENTS 


; | Control keys: user definable, 


eight required, four 
directional and keys for Get, | 
Trade, Droplist and Examine 
Joystick: Kempston, Fuller, 
Sinclair 2, AGF, Protek 
Keyboard play: very 
responsive 

Use of colour: excellent 
Graphics: very good 
Sound: good 

Skill levels: 1 

Lives: 5 

Screens: unknown, but 
many including continuous 
scrolling on mazes 

General rating: a neat and 
fairly original game with 
good playability and 
excellent value at the price. 


way the software industry is | Use of computer 0% 
headed, competition not. Graphics 82% 
between good games and Playability 80% 
bad games, but competition Getting started 79% 
between two good games A ddi pes liti 79% 
but at different prices? Ictive qualíties 5 

Value for money 99% 

Overall 85% 











AMERICAN 








FOOTBALL 


Producer: Argus Press 
Software 

Memory required: 48K 
Retail price: £ 

Author: P. Rawling & R. 
Harris 


American  Foothall has 


recently become a popular 
British TV sport for those 


with the patience to under- | 
stand its tectical complex | 


ties and am access to 
Channel 4 Television. Chris 
“Tipster' Passey turns from 
the gee gees to take a look at 
the armour-plated 


behemoths of the American | ERES 


football pitch... 


'A General stands at the 
head of a battle, he looks 
deep into the mist. He asks 
himself questions as to the 
tactical advantages of vari- 
ous offenses. Should he 
bring the artillery up, or the 
cavalry, or maybe they 
should attempt a full- 
blooded, bayonets-fixed 
charge. The mist begins to 
clear. Standing on his 20 
ard line he observes the 
ield. He decides upon the 
Blitz in a last desperate 
attempt to halt the opposi- 


tion.... 





This battle is fought upon a 


football field, the battle is a 
game American Football. 
Cm not an expert on the 
subject (to the north of Lud- 
low we lack Channel 4), but 
after scanning through the 
supplied documentation | 
soon became proficient in 
the use of words like quarter 
back, bombing, blitzing, 
huddle and interference 
blocking. American Football 
is a hugely strategic game in 
| which every move has to be 
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strategy and amazing jargon. 
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decided upon. The choosing 


of the pre-set options of| 


various offenses or defences 


was reasonable but | feltthat | 


| was just choosing names. 
| After playing a while | found 
| myself using manoeuvers 
for different positions with 
more competence. 

The game is shown graph- 
'ically on the screen using 


tiny little characters. This is. 


| not very exciting but it is 
better than nothing. Besides, 

this is a strategic game and 
not a shoot em up. Mind you, 
| do keep stressing that strat- 
egy type games would get a 
massive boost If they boast- 
ed graphics to match their 
other virtues; so if you are 
| after raw excitement, then 


stick to zapping nasties; but | 
If you want to exercise the | 


cranial muscles then this is 
worth a try. Playing the game 
is quite easy, it's undersiand- 
ing what effects your strat- 
egies will have that is the dif- 
ficult task, The sixteen or so 
strategical 
entered by using the first two 
letters, so to bomb will be 
BO, and blitz will be BL. Each 
player takes a turn, and in a 
| two-handed game it is better 
not to watch a player enter- 
ing the codes, as this is called 
cheating! | 

The accompanving book 
provides an excellent intro- 
| duction to the game and for 
complete  beginners like 
myself this is a great help. | 
found the game to be mildly 
| addictive, which rather sur- 
prised me as | usually find 
such games a little vawn-- 
inducing to say the least. 
And as well as enjoying 
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“Use of colour: average but 
options are all! 





American Football it taught 
me a lot about the real thing, 
so that now | can't wait to 
watch it when we finally 
receive C4. 


Generally | felt it would | | 


have been even better if it 
had great graphics; and in 


| real te the teamis can decide | 
| things on the spur of the 


moment by looking at the 
opposition's movement and 
position. Here it is all pre-set 


and vou wait for an outcome | 


which |i5 then enacted on 
screen. This does tend to 
impair the atmosphere - 
perna Cheerleaders would 
ave helped this, but the 
game is still an enjoyable 
strategic excercise., 


COMMENTS 


Control keys: various inputs 
Keyboard play: all prompted 
on screen, reasonably 
responsive 


perfectly adequate for the 
purpose 
Sound: not much 
Skill levels: depends on 
opponent 
Special features: excellent 
handbook, single player v 
the computer or two handed 
ge mes possible 

eneral ba à a good 
strategysimulation of an 
unusual game. 


Use of computer 64% 
Graphics N/A 
Playability 68% 
Getting started 82% 
Addictive qualiíties 72% 
Value for money 69% 
Overall 71% 
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'SHUTTLE 


Producer: Activision 
Mernory required; 48K 
Retail price: £7.99 
Language: machine code 


Author: Steve Kitchen 


| This is the first program for 


the Spectrum which can be 
said to be a real simulation of 
a Space Shuttle flight. This is 
the 101st mission and vou 
are at the heim of the Space 
ohutte Discovery, Your 
target, approximately 210 
náutical miles above the 
earth's surface, is an orbiting 
satellite with an intentionally 
programmed gyroscope& 


problem. The more times 
you dock with the satellite, | 
the worse the problem will 
become. 


A flight consists of three 
separate parts, Launch, 
Docking and Rendezvous 


| and Reentry and Landing. 
| The mission may be under- 


taken In three ways. Flight 


| one is effectively a demo, and 


untess you touch a control 
key, the computer will do all 
the work. Flight two is a sim- 
ulator mode, where you con- 
trol the flight but no fuel is 
used and the onboard com- 
puter assists you. Flight 
three is the real thing. 

The screen display shows 


| à vigw out of the viewscreen | 


as well as instrumentation. 
Below the viewscreen are 
two bars marked T and €. 
These indicate the engine 
thrust being used. C is the 
computer and the pilot 
matches its arrow with the T 
arrow, using the thrust 
button. Additionally, during 
all three phases, directional 


“tation of the satellite, the 





| landing. 








controls must be used to 
correct the shutile's attitude 
and direction. In the lower. 
centre is a message display 
area and display screen 
which shows  trajectory 
during launch, ground 
tracking screen during orbit 
stabilisation, docking screen 
when within satellite range 
and the reentry screen when 
returning to earth. Once 
through the atmosphere the 
screen switches to an ILS dis- 
plav for jon a 

This actually puts the 
whole thing very simply. 
Accompanving the program 
is a highly detailed booklet | 
with illustrations of how the 
various screens are used. 
There is also an overlay for 
the keyboard as a number of 
controls are required. The 
visual display includes the 
sky during take off, gradually 
darkening into space with 
moving stars, a 3D represen- 


intense heat of reentry, and a 
3D representation of the 
ground and runway during 


The American programm- 
er, Steve Kitchen, is describ- 
ed as a master software des- 
igner, engineer and inventor 
who was involved in the 
development of digital 
watches and the first hand- 
held electronic games. He 
claims that the simulation in 
so program is very true to 
life. | 


CRITICISM 


| “This is the first really decent 


space simulation, because. 
there is a lot to do, and it 
requires much expertise to 
successfully control the 
shuttie through the various 
phases. As a result, it feels 
realistic. This is backed up by 
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satellite hoves into sight. 


the very comprehensive 
booklet, which is full of tech- 
nical terms and includes a 
glossary in case vou do not 
understand them. Graphic- 
ally, everything works very 
well, with large and smooth- 
ly executed pictures, al- 
ietrh | gotthe feeling that it 
lacks something in atmos- 
phere. However, the detail is 
all there, from the juddering 
clouds during the vibration 
of take off to the violent 


ilashing of heat as the nose | 


tiles burn off during reentry. 
The various tracking screens, 
apart from being essential, 
are well laid out, very detail- 
ed and, perhaps most impor- 
tanthy, they are clear and 
easy to see. The one real 


cheat you discover is when, | 


after looking at the demo ofa 


“isticated simulation 








A view through the windscreen of SPACE SHUTTLE as the orrant 


launch, you take the controls 
ourself and have a go at 
eeping the thrust indicator 


up with the computer 
indicator. In demo, the com- 
puter manages this as 


though the two were tied by 
a strap of steel, but when vou 
try it, the steel turns to a very 
flabby elastic band! Space 
Shuttle is a reasonably soph- 
mn much 
along the lines of Flight Sim- 
ulation and should appeal to 
all those who enjoy such 
taxing programs, But 
beware — read the booklet 
thoroughly before attempt- 


| ing the first flight, otherwise | 
| You may be put off because 


the slightest deviation from 
the pre-determined flight 
plan will cause an abort of 
mission. 


Da À : 
Copyright 


COMMENTS 


Control keys: 17 keys are 
required, used with an over- 
lay. These are well grouped 
for their tasks, but launch can 
be a bit of a handful 
Joystick: the instruction 
booklet says a joystick may 
be used, but nowhere does it 
state compatibility — the dir- 
ection keys are GH leftright 
and YB updown 

Keyboard play: responsive, 
although for some of the 
time, speed isn'tthe 
essential factor 

Use of colour: quite varied 
and annoray well used 
Graphics: Generally smooth, 
detailed and large, with 
reasonably effective 3D 


| Sound: not much, some- 





CIrE 
space in SPACE SHUTTLE - sea 





SA ETILTSio Ma 










times a warning horn if 
something is going wrong, 
but overall none of it is very 
loud or effective 

Skill levels: 3, but each 
mission gets harder 

Lives: N/A 

Screens: 4 instrument 
screens, and three basic 
viewscreen modes 

General rating: an excellent 
space simulation with plenty 
of work to do, should appeal 
to simulation fans. 


Use of computer 68% 
Graphics 74% 
Playability 76% 
Getting started 90% 
Addictive qualíties 78% 

| Value for money 80% 
78% 





Overall 








HAVOC 
Producer: Dynavision 


Memory Required: 48K 
Retail prices! £7.95 


| Language: machine code 
“Author: Terry Mayhew 


One thing to be aware of with 
Havoc is that the screen pic- 
tures on the cover are from 
the CBM64 version which 
might be misleading, al- 
though there is a note to the 
fact on the cover. 

It is the year 2024 and vou 
are an operative of the World 
Peace Force (WPF). Being a 
peace force, you are equip- 
ped with a powerful inter- 
ceptor which flies from its 
assigned bunker, with which 
You may deal death and 
destruction. Mustapha 
Fracas (the Mad Mullah) has 
secretly purchased discard- 
ed Cruise Missiles (they have 


a long life) and has declared | 


total war on his enemies. 
Your task is to intercept and 


destroy incoming missiles as | 


each one getting through will 
destroy 10% of your home- 
land. 

The screen display is cont- 
inuously scrolling at about 
60 degrees, with your inter- 
ceptor shown inthe centre. lt 
can be moved left or right as 
well as up and down, height 
being judged by the shadow 
on the ground and a level 


indicator on the left of the 


screen. The only other instr- 
umentation is a fuel bar at 
the base of the screen. Re- 
fuelling is accomplished by 
the time-honoured tradition 


of shooting fuel tanks on the | 


ground. lfyou hit a missile or 
a tank, the explosion results 
in debris, which may be as 
dangerous as a direct hit. In 
addition to the missiles and 
tanks, walls periodically 
stretch across the flying 





route with holes or gaps in 
them, which must be accur- 
ately negotiated. 


CRITICISM 


€ “Havoc is, getting right to 
the point, a Zaxxon game. 
lt's nowhere near as good as 
the real arcade game, but is 
probably the best Spectrum 
version yet — mind you, can 
only think of one other 
version. Havoc has a 3D 
effect that is okay but hardly 
mega-brill, it also flickers 
quite a lot. Most of the 
hazards caught me out first 
time round but on later att- 
empts it was easy to get 


ready for the holes in the | 


walls etc. This game is just 
above average in my 
opinion. The sound is rather 
imp. 


O Havocis quite a good “rip 
off of Zaxxon — the arcade 
tmass success. This game 


| 


does have the 3D angled 
view to it but lacks some-| 
thing — maybe the graphic 
quality and content. While 
playing this game it became 
apparent that it lacked con- 
siderable content and play- 
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ability. Graphics did provide 
quite a good illusion of 
movement but other than 
side" and fonvard" walls, 
there isn't much else apart 
from the odd blue line, drum 
and missile that scrolis in à 
straight line and at the same | = 
Speed as the background. | | 
Your craft moves very resp- 
onsively but not at a fast | 
speed. lt also has a fixed | 
shadow which doesn't grow 





larger or smaller depending 
on your height. Sound Is 
very poor with only the odd 
beep here and there. Colour 
— well with thistype of game 
atinbute problems can onty 
be overcome by using two 
colours, and the end result — 
onty two colours, unattract- 
Ive and not very appealing. 
Not a very good buy to say 
the least, but the best of its 
type [in the sense of large 
graphics) at the moment. 


6 This Zaxxon style shoot 
em up lacks excitement 
through poor graphics and 
uninteresting content. The 
enemy missiles sit like 
stodgy puddings on the 


speed as the scrolling back- 
ground, which is to say 
they're not moving at all. 
And when you hit a target it 
doesn't  disappear. rue, 
there is some debris scat- 
tered around, but it's very 
| unsatisfying that the targets 
are not destroyed properly, 
just showing an instant scat- 
tering of dots around an 
otherwise  intact target 


ground, moving at the same | 





seems rather cheap an 
ih, Edidn'tthink much ofit 
at all; 


COMMENT 


Control keys: O/A up/down, 
O/P left/right 

Joystick: Kempston, AGF, 
Protek 

Keyboard play: responsive 
enough, but sluggish 
movement overall 

Use of colour: poor 
Graphics: jerky scrolling, 
large but undetailed 
Sound: poor 

Skill levels: 1 

Lives: 3 

Screens: scrolling 
General rating: somewhat 
unplayable due to lack of 
content, also has an 
unhelpful control selection 
menu without feedback. 
Generally below average. 


62% | 


Use of computer 

Graphics 68% 
Playability 62% 
Getting started 48% 
Addictive qualities 57% 
Value for money 54% 
Overall 59% 





We always carry a limited supply of 
BACK NUMBERS for readers who may 
have missed out on earlier issues. Fill 
that gap in your Binder by ordering 
back issues of | 


CRASH 


Unfortunately we have no stocks of 
Issue 1, which has sold out. | 





Issues 2— 7 at 95p each | 
Issue 8 onwards at £ 1.05 each | 
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The New Protocol4 interface for the ZX 
opectrum brings you game control 
customising in a way that no other 
interface can. lt accepts all 
commercially standard 
joysticks and is 
compatible with ALL 
opectrum 
software. 
Operates like 
fixed option 
interfaces or 
can be fully 
hardware 
programmed, 
Infinite flexibility is ' 
achieved by the unique 
“CustomlCard” System. 
Customlards are easily 
programmed to suit all types of 
games. Protocol4 comes with 3 
pre-programmed cards and allows 
operation with Kempston, AGF/Protek. 
Sinclair joystick 1 and? options as 
well as & programmable CustomCards and 10 
Quick Reference Programming Cards. 


customised control. 
Other exciting features 
include: 
X Automatic B direction control 
* Guaranteed conflict- free with other peripherals 
X Reset Button to clear memory between games 
* Fully guaranteed for 18 months 
* No power-down progamming loss 


X Keyboard remains fully operative 
* Complete with full instructions 


Also from the AGF Hardware range: 
X Programmable Interface — Ever popular fully 


hardware programmed joystick interface for 2XB1 or 
Spectrum... E24.95+€100p& p. 








Simply clip in programmed card for immediate / 



















E Protocol K- 

ma converts 
olá N your Kempston 

64 €1.00 p+P type into a fully 
mes witiva Ne programmable joystick 







card Pack da à 
195 MA interface for ALL Spectrum 

. software! Only £17.95+ £1.00 p+p 
X Interface Il — The best low-cost introduction to 

joystick control for ZX81 or Spectrum... E995 + 

E0.50p&o». 

MEI: X RomSlot — Adds ROM cartridge software 

facility to Spectrum programmable joystick interface 

owners.,.£9.95 + £0,50p&p. 

X Quickshot Joystick — Excellent value game controller . 

«E795+ EOSDp&p 

X Quickshot | — Trigger action firing button and unique 

Auto-Fire ...E 10,50 + £0.50p&p 

X Extra “CustomCards" (5 per pack)... E3.9S inc p&p 

X Extra “Quick Reference Programming Cards" (10 per 

pack) ...EO.GB5incp&p 
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Freepost 
West Sussex P0229BY 
Tel: 0243 823337 
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BACK 


Producer: Ocean 
Memory required: 48K 
Retail price; £6.95 
Language: machine code 
Author: N. Alderton & J. 
M. Smith 





Ocean's original attempt at 
Kong Ear back painful 
memories tor some people. 
kt wasn't really what vou 
would call the definitive 
version. Some liked it a lot 
and others thought it was 
chronic. Well over the last 


year or so things have 
changed at Ocean and Kong 
otrikes Back isn'ta rehash of 
Kong but an entirely original 
game. Odal enough, 
cean's Hunchback Il has 
more in common with the 
traditional “Kong' format. 


ever, hasn't changed and itis 
to rescue the damsel in dist- 
ress. The damsel is distress- 
ed up at the top of a fair- 
ground roller coaster and 
you start at the bottom. The 
object isto climbto the topof 
the roller coaster ride by 
walking along the rails to 






ow 





=J0gvi | 


achieve your goal but... well 
as per usual its notthateasy. 
Kong, from whom you are 


| rescuing the damsel, sends 


roller coaster cars at you and 
f you are hit by one a life is 
lost. These can be avoided 


| by climbing ladders or by 


The idea of the game, how- | 





destroying them with your 
limited stock of bombs. 
Upon reaching the top the 
time left is added to your 
score and then onto the next 
sheet, ofwhich there are four 
Of increasing complexity. 
Bonuses are received by 
collecting objects like hearts 
from the tops of some 
ladders. When vou have fin- 
ished the four sheets you 
start all over again but with 
some new nasties added to 
the scenario. 


CRITICISM 


O Ifindita bit confusing | firebalis and whatever, outto 
a nmameless blob.. 


mn the cassette | 


bein 
Nowhere 
blurb does it give any ident- 
ity to you or your damsel. 
The graphics are nice though 
not astounding. | particulary 
liked the New York backdrop 
in the first screen. There is 


damson in distress — though this one's a bitofa scarecrow. This is the 
first screen from the game, and as you can ses, it's nothing like the 
nm. E 





one exception though, the 


gr you are trying to rescue. 


oy 15 she UGLY! No offence 


intended (well only a little 
bit) but it has to be said she's 
an ugly little spritette. 
Movement is both fast and 
Hicker free. The early screens 
are easy and the latter 
screens are hard. Surprising 
that. The whole program has 
a very professional feel to it 
and Kong Strikes Back owes 
a lot of its appeal to that. 
Addictive though not 
astounding seems a fair 
comment on Kong Strikes 
Back. 
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O At last it's here, after 
seeing the title | thought it 


| might have something to do 


with the original Kong theme 
with  piatforms, barreis, 


get vou, but no, strangely 
enough, it is on a totally diff- 
erent theme, with no connec- 
tion whaisoever, other than 
a Kong, who doesn't really 
have to be Kong, throwing 


roller coasters at you. Onthe | 


roller coaster theme the rails 
or tracks for the roller coaster 
weave all over the screen 
creating intricate patterns. 
The roller coaster cars move 


very neatly along the rails. | 


You also walk along the rails 
well, when itheres a 
downward siope, you slide 
down them like on à heilter 
skelter. Perhaps this will be 


the main attractive feature, | 


the way that he does this. 
lhe game seems to lack 
something — it wasn't the 
graphics although they were 
quite pfain, and nothing 


| extraordinary, and the sound 
| wasn't too bad, although not 


up to scratch compared to 
what they said in the press 
release with  sythesised 
sound, At first it seemed too 
easy, but it soon became 
apparent that there was 
more to this game than just 
rescuing the girl. On the 
higher levels of play, more 
objects are included to delay 
and impedeod your progress- 
ton through the game. With a 
title such as Kong Strikes 
Back dt will possibly 
encourage people to buy it 
because of the origina! Kong 
game, this is totally unfair, 
and misteading because it's 
nothing like the original. 
Overall Em not very enthus- 
tastic about this game, it's 
not up to Ocean 's usual high 
standards, and definitely not 


| worth waiting for.” 














O “it's perhapsa bit unfairto 
complaim about the look of 
the graphics because when 


vou actually look closely 
there are some nice little 
details, but oddly, overall 
they add up to a rather old 
fashioned. look. The game 


itselfis original in feeling and | 
by no means easy, On the. 


first screens there doesn't 


seem to be all that much to | 
do really, but as you prog- | 
does pick up to. 


ress it 
become a medium addictive 


game, although | feel the real | 


long ist 


lasting appeal 
there. 


COMMENTS 


Control keys: user definable, 
four directions and fire 
needed 
Joystick: almostany via 
UDK and provided options 
Keyboard play: responsive, 
although a bit finicky on 
positioning for the ladders 
Use of colour: average 
Graphics: different! 
Reasonable size, although 
characters are not very well 
drawn 
Sound: not much 
Skill levels: 1 but 

rogressive difficulty 

ives: dto start, but bonus 
lives add 
Screens: 4 
General rating: definitely 
above average, medium 
addictive, and reasonably 
playable. 


Use of computer 80% 
Graphics 79% 
Playability 17% 
Getting started. 81% 
Addictive qualíties 63% 
Value for money 55% 
Overall 73% 
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| “The Power of Destiny" 
O Number 1 Blockbuster from the "MEGA TEAM". 
6 Spectacular arcade — adventure played in a multitude of ways 
“and at many different levels. 
6 Watch the Secrets of the Labyrinth unfold as our Hero, ORESTES, tests his skill 
against the power of GOD and MAN. 
O Stunning animated graphics take you beyond time... 
into the “FIFTH DIMENSION". 
O INTELLIGENT' controls allow ORESTES to perform an astonishing repertoire 
of feats from the command of joystick or keyboard. 
O Discover the key to “AGAMEMNON'S puzzle, through the power of 
Intrigue and Illusion! 


Ocean Soltware is available from selected branches of: WOOLMMORTH, WW HSMITH E AME LASKYS Rumbelows. COMET 
a spectrum Shops and all good software deaders. Trade enguires welcome, j 
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